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ZZ ROYAL TREATMENT 

The Prince of Persia team mo> 
PlayStation 3. 


BZ Final Fight: Streetwise 
S3 Marc Ecko's Getting Up: 

Contents Under Pressure 
SB Onimusha: Dawn of Dreams 


Metal Gear Acid 2 
Pursuit Force 
WRC: FIA World Rally 
Championship 


sy PS3 PREVIEWS 

Smokin' hot previews of three m 
PlayStation 3 gamesi 


Bii PSP PREVIEWS 

Tekken and Kilizone get shrunken down, and 
Konami tries out some comic innovation. 

BS PS2 PREVIEWS 

Japan's answer to Grand Theft Auto, Okami's 
exclusive demo, and Bailers goes Flollywood. 

j PEUIELU5 

PSZ 

7B Metal Gear Solid 3: Subsistence 

78 FIFA Street 2 

7S MLB 06: The Show 

7B Torino 2006 

73 Fight Night Round 3 

BD Drakengard 2 

BD Sonic Riders 

SD Tokyo Xtreme Racer Drift 

B1 24: The Game 

SZ 25 to Life 

BZ Beatmania 


3D Exit 

3D Fight Night Round 3 
3D Street Fighter Alpha 3 Max 
3Z Street Supremacy 
34-1 Samurai Warriors 
Q4-I Untold Legends: The 
Warrior's Code 
35 Generation of Chaos 

1^ REPLHM 

IDD TALKING BLACK 

Insight into the exclusive PS2 demo straight 
from the guys who made it. 


1D4-I PLAYSTATION TACTICS 

There's more to tactical gaming than the woric 
of Final Fantasy. 

IDB WIRELESS COUCH POTATO 

Too lazy to look all the way across the living 
room? Then watch TV on your PSP insteadi 

IDS WAY pP THE GUN 

The best—and worst—games for you to 
practice your lightgun skills on. 


DP.5. 
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PlayStation 3! PlayStation 3^" 
The expectation, the rumors, 
the hype—people keep talk¬ 
ing and speculating, but what 
do we really know! Visit 
cp njpiewar,n j p,c o m for all 
the latest information on the 
system, the launch games, and 
when we'll actually get to see 
them all. 

Also coming up is the March 
16 launch of Final Fantasy XII in 
Japan. Read lUPs correspond¬ 
ing cover story about what the 
game is like, with new informa¬ 
tion and segments unveiled 
every day for a weeki 


■ If you're excited after read¬ 
ing the cover story about 
The Darkness, you'll find lots 
more exclusive material from 
the game, including screens 
and interviews, coming in the 
month of March. 

And last but certainly not 
least, 0PM is excited about 
the next generation in more 
ways than one. Intrepid editor 
Thierry "Scooter" Nguyen has 
procreated and is now experi¬ 
encing the joys of fatherhood- 
stop by scooter.1UP.com to ! 
how life amidst diapers and 
midnight feedings i 


UP.com to see , 
liapers and jX 
s is going, y' 




























BLOCK 


Sample the story 
mode or try the new 
"test of valor"—either 
way, you'll have all the 
action-packed game- 
play you could want. 


WELCOME TO 
OURWORLO 
One of the things we 
pride ourselves on is 
bringing you the latest 
and greatest demos the 
gaming world has to 
offer. That is one of the 



in the love of guns. 

Then delve deep into 
the world of Japanese 
myths, legends, and 
calligraphy with Okami 
before making your 
way through the'70s in 
Driver: Parallel Lines, 
complete with proper 
attire, vehicles, and a 
nice mullet. Or perhaps 

F-15C Eagle or the F/A- 
18C Hornet is more your 
style? Ace CombatwlW 
let you do it. 



COWIIUlfiWDDS 
STEIKE FDECE 
Get a feel for how 
this game plays with 
these two levels, or 
view the trailer for 
a sampling of com¬ 
mandos in action. 



EDQJE TECCPEE 
Longtime fans of 
2000AD comics will 
remember this one. 
Check the trailer to 
see how well the title 
translates into the 
gaming realm. 


□K«MI 

Picture this: You are 
a god in the shape 
of a wolf and you're 

fairy while using cal¬ 
ligraphy to make the 
world a better place. 



TOLES DF 
LEGEWDIA 


Did you know this 
game features art¬ 
work by Kazuto Naka- 
zawa, best known 
for his animation 
sequence in Kill BUR 


DEIUEE: PAEALLEL 
LINES 

Parallel Lines shows 
you how nothing 
beats a good set of 
wheels as you escape 
the strong arm of 



SHADDIAI HEAETS: 
FEDM THE NEIAl 
lAIDELD 


Shadow Hearts 
includes stuff you 
won't remember from 
history, but don’t let 
that keep you away! 


BENGI: DAIAIN OF 
THE SAWIUEAI 
Sample what it's 
like to be a samurai, 
ready to defeat a cor- 

Japan and to restore 
honor to your family. 



Go behind the scenes 


and get a closer look 
at this beautifui, 

where calligraphy 
can be your powerful 
weapon of choice. 


BEATIUIANIA 
Let your inner DJ 
loose with this demo 
for Beatmania as you 
drop beats and create 
the pulsing energy 
of a club in your very 



□NIIUIUSHA: DAIAIN 
□F DEEAMS 


Last month you got 
the demo. Now find 

of Dreams Irom the 
team behind the 


ACE COVIBAT 2EEO; 
THE BELKAN lAIAE 
Videogame air 
superiority has been 
achieved. Sample 



INTELLIGENCE 

QUOTIENT 

Find out how adept 

you are at solving 

logic problems in the 

brain-challenging 

PSP game PQ. 
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fiCE CDIVlBfiT ZEED: 

THE BELKOIM lAlOE 


Nothing is more exhilarating than taking to the skies 
in some of the most powerful aircraft in the world, am 
Ace Combat is the king when it comes to deiivering 
steilar action in the flight-sim genre. Take a moment 
to see how weli the series is doing with this month's 
demo for The Belkan War, which takes piace some 
15 years prior to the events of the iast game. This is 
standard fare for the Ace Combat senes, but don't 


read that as a negative thing, as jumping into one of 
the many craft—including the F/A-18C Hornet in this 
demo—and loading up on some powerfui missiies 
just never gets oid. By the way, whiie the F-15C Eagle 
is a more well-rounded aircraft, the Hornet is better 
for the ground-based objectives of this demo mission. 
Remember to load up on some air-to-ground missiies 
such as the SOD to make things a littie easier, too. 



feyStatigi^ 


#inL 4 

CDMING NEI^T MONTH 


PLfiV IT! 

TOWIB EOIDEI2: LEQEIMD 
FIGHT WIGHT EDUND 3 ' 

OEEWO FDGTBfiLL 
PLUS: A SPECIAL CDLLECTICW DF 
WIUSIC-THEIVIED DEMOS 


-lAIPiTCH IT! 

EOBUE TEOOPEE 
THE BDDFATHEE 
HITMAN: BLOOD MONEV 
APE ESCAPE ACADEMV 
DAHTEE 

BAND TOGETHEE 
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Demo Disc Producers 

Gary Barth, Cori Lucas, Manuel Sousa, Chris Tan 

Marketing Team 

Steve Wiiiiams, Eric Lempei, Jesse Caid 

Executive Producer 

Andrew House 

QA 

Sam Bradiey, Edward Toomy 
Account Coordinator 
Justin Flores 


Programming and interface artwork by 
Lifelike Productions, Inc. 

Lead Programmers William Bohan, Ron Midthun, Avery 
Lodato 

3D Artists Jason Robinson, Philip Williamson, 

David Hayes 

Technical Director Tim Edwards 


Maimoona Block, Kirsten Costello, Christine DeNezza, 
Tom Gillan, Gerald Martin, Sean Thomas, Jim Williams 













































































What Dank Beast LuRks Within You? 




Immerse yourself in an epic storyline 
brought to iife through dramatic 
in-game cinematics and voiceovers. 


Experience five chapters of stunning 
new levels rendered In exquisite 
graphical quality and enhanced detail. 


Hack, slash and morph your way 
through the game with the help of 
the superior combat system. 


Pre-order now at 


www.untoldlegends.com 


smjs 
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Visitwww.esrb.org 
for updated rating 
information. 
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One day I thought up my own game system. 

It doesn't exist, but in my mind it does, 
and I am frequently creating games for it. 

It's really cool because all the things I hate 
me games or wish for in others... 
well, all I have to do think up that game that 
I would like to play. It is a nice feeling of 
oppressed power. I call the system the Vid- 
ball. I also created a handheld system called : 
the Vidpad because I couldn't resist. 

The Lost„Potato 
Via e-mail 


CDNTfiCT DPM 

SNOIL MOIL 
0PM 

101 Second Street 
8th Floor 
Sen Francisco, CA 94105 



Throughout the Devil May Cry series, I have 
always found the best character to be often 
the most overlooked one by fans: Sparda. He's 
the man who kicked the ass of hell all by his 
lonesome. He's the father of the series' hero. 
He left the legendary weapons that ran amok 
in DMC3. And upon playing DMC3: Special 
Edition, I have found the closest thing to prov¬ 
ing to you how unbelievably awesome of a 
hero he is: Super Sparda. That was the series' 
highlight for me. Sparda: Best DMC character. 
Can I get a "Hell yeah"? 

O'Reilly Flowers 

Colorado Springs, CO ^ 




(my first). I've been hooked on 
drug.,.. 

Just say no! Er, scratch that. 

Kevan Bingel 
Via e-mail 


1. Love the new format for the 100th issue. 
Well, that’s great. Thanks! We do, too. 

2. What's up with all the late demos in Issue 
#101? 

It actually takes longer to put together the DVD 
than it takes to put together the magazine, and 
sometimes demos don't make our deadlines. 
Sure, we'd love for all our demos to be timely, 
but we also think demos are cool no matter 
when you get them. 

3. Could you do the "Track Gran Turismo 4" 
thing for Tourist Trophy? This game needs 
hype. 

We're pretty sure anything that comes from 
Polyphony is going to do well. 

4. Ever thought of collecting the best demos 
and shoving them all on one demo disc? 

Yes, as a matter of fact, we have! Wish we 
could say more. 

5. With regard to Gamers Are Talking About 
[a sidebar in Input] in Issue #101, can I get a 
trip to ChickenNext's house to try to dethrone 
the so-called biggest Tony Hawk game fan? I 
would put up a challenge. 

ChickenNext, what say you? 

6. When is GT4 Mob/Ve coming out?! 

That’s an excellent question. 

7. Can you put this e-mail in your mag so I can 
brag to all my friends how I'm in a magazine 
and they're not? I'll give you a dollar.:) 

Yes —rtow pay up! 

Keep up the good work. Ever since Issue #19 



I am a longtime reader of your magazine and 
love it. I just wanted to say I love your new 
sections like In My Day and love what you are 
doing for the gaming community. Can't wait 
for the next issue; you give me something to 
look forward to every month. 

Hunter Miller 
Via e-mail 

Thanks! In My Day is senior editor Joe 
Rybicki's new monthly column found on our 
RS. page at the end of every issue. You can 
contact Joe and any of 0PM's columnists 
through OPM@ziffdavis.com. ^ 


1. Can you make Kingdom Hearts II the cover 
of OPM again and have about a 20-page 
review of it? 

Sorry, no more covers, but you can bet KH2 
will get a feature review in an upcoming issue. 
Word from Square Enix is that the game hits 
stores March 28. 

2. Is there going to be a playable demo [of 
KH2\ on any future OPM DVDs? 

Sadly, no. According the Square Enix, no 

3. Is there someone at OPM who can translate 
Japanese and will be willing to come to my 
house and sit for countless hours while I play 
KH2 and translate the Japanese version for 
me? Or do I have to wait a big two months for 
it to come out? 

No, but March 28 is coming sooner than you 
Thanks. OPM ROCKS!!! 
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offense at your decision to run [web comic] 
Penny Arcade uncensored. I do think that 
Penny Arcade is a funny strip and have 
enjoyed it in the past. But 0PM is a magazine 
for all kinds of gamers and people. There are 
parents who would never let their kids watch 
an episode of South Park but who get their 
kids subscriptions to your magazine with a 
certain trust. Unlike videogames that have a 
rating on the front, there is no indication that 
0PM would not be suitable for kids. I work 
with teenagers at my church and I would 
normally not have a problem letting them 
borrow my copy of the magazine, but [foul 
language] is not a necessary part of a video- 
game magazine. 

Mark Hill 

Oklahoma City, OK 



I'm all for innovation, as I am all for interna¬ 
tional understanding and friendship, both of 
which are exemplified by online gaming. I am, 
however, concerned that developers will even¬ 
tually forget that there are those of us that do 
not participate in online gaming, not because 
we dislike the games or we can't afford the 
subscription fees, but because we are antiso¬ 
cial. And when I say antisocial, I mean genu¬ 
inely antisocial, not Goth-style, Ally Sheedy- 
m-The-Breakfast-Club types, those who say 
they're antisocial only so that other "antiso¬ 
cial" people will hang out with them. There 
are those who actually do dread existing in the 
same tangible reality as other people but don't 
have the strength of will to end it. 

That's why videogames are so much fun: 
They're not the reality we're used to; it's fil¬ 
tered, improved, exaggerated. And the even¬ 
tual domination of online gaming has the 
ability to force some, the ones who still play 
videogames alone in dark rooms with only 
an Elliott Smith album and Big Gulp of Sprite 
as company, to face other people in the ways 
we so despise. I have a hard time asking 
convenience store clerks for change or calling 
tech support when my crummy Internet ser¬ 
vice goes out. But when I'm playing a game 
and happen to miss a shot or fail to capture 
a certain flag and some loudmouth named 
SeXMachine69 calls me an "F-ing noob," it 
only helps to solidify my desired avoidance 
of humanity. 

I don't expect developers to cater to a small 
demographic of emotionally stunted consum¬ 
ers, but I hope that good single-player games 
don't fall by the wayside as the tide of MMO- 
RPGs or online sports games takes over the 
industry. Maybe one day, when I pull myself 
out from my well of self-pity, I can jump on 
the online bandwagon and totally change my 
tune. Until then, all I want is to be left alone 
with a fun solo game in which to get lost. 

Nick 

Via e-mail 


l2EfiDEI2 
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DDIAIN lAJITH FINAL FANTASV FANBDVS 
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1 have been a huge fan of the SOCOM 
series since the first game. 1 have always 
enjoyed the realism of lying in wait for 
enemies, etc. I have to disagree with you 
on SOCOM 3 being the best of the series. 
The online portion of SOCOM 3 is the best, 
hands down. But the single-player por¬ 
tion suffers greatly from the technique of 
"dumbing down" the game. The actions 
that you can get your team to do have 
decreased in number. A command as sim¬ 
ple as "lead to" isn't included in this install¬ 
ment. I'm also disappointed that you can't 
send your team to [certain areas to have 
them perform] specific actions in the field. 

I understand the need to make the online 
portion better, but the core game shouldn't 
suffer at the expense of making the game 
more mainstream. I Big Rick _ j 


OEADEI2 


■ MULTIPLAVEE 
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■ SINGL E PLQVEG 
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'ild Arms has always taken a backseat 
grander RPGs, but it's always been able to 
please both its fans and newcomers that 
are drawn into the series. But seeing the 
horribly biased review of Wild Arms 4 by 
a Final Fantasy fanboy wasn't what I, or 
many other fans of the series, expected in 
0PM [Issue #101]. Though the game is very 
linear and does focus a little too much on 
RPG cliches, its battle system is exceedingly 
pleasing and a nice change from other stan 
dard RPGs. 

Your reviewer must have not even 
played more than four hours of the game, 
and after looking at his page on 1UP.com, 
must say his collection is centered on Final 
Fantasy. If the game were called Final Fan¬ 
tasy Arms 4, I'm sure it would have gotten 
a 5 out of 5. I feel Wild Arms 4 is really 
well done overall. You will be hooked by 
the game's beautiful environments, great 
customization of characters, and wild 
battles. I Mat Cobbett 


33 


i: "Now, here's the kicker. Ready? You ai 
actually going to want to play the single¬ 
player campaign, too! I know that may be 
hard to believe for longtime SOCOM fans, 
:'s absolutely tr 


"The Wild Arms series has gone from 
merely banal to actively irritating. With such 
a wealth of RPGs getting translated and 
more companies eager to get into the act, 
it's about time this appendix was removed."^ 



'ban us? Send your 
r'READER REVIEW." 




















































The fate of the new world 

IS IN YOUR HANDS 






Gamba Tnal 




i.xseedgames. 


FROM^THE NEW WORLD lii. 


The Ring is back. 

I'hc (Icingc-r is on your lurl now. rh(' Shadow 1 k'arts scries 
cotiK's lionu', bringin^q the adventure' to lainiliar locations like 
New York, Chk ago, and l.as Vegas. A sha|)t'-shilting bounty 
hunter and other unlikeK’ iK'roes are your sole allies. Your only 
hope ol stoi)i)ing body-snalehing demons is to harness tlie 
|)ower ot tilt' .ludgment King. Mtikc' the most ol tiew abilities, 
double' moves, anei eioulile eetrnbe^s. 

riiis Icuul is your kiiKi. I'or now. 


www.shadowheartsnewworld.com 
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Expectations: Sometimes they can be unreasonably high. But at other 
times, they can help to motivate a group or individual to go above 
and beyond the call of duty. With the excellent Prince of Persia: The 
Sands of Time under its belt, among other games, Ubisoft's Montreal 
studio is currently facing such a situation. How do you live up to such 
high expectations when you're working with a brand-new property, 
called Project Assassins, on a brand-new system? "It's a very expe¬ 
rienced and strong-headed team," says executive producer Yannis 
Mallat. "The pressure comes from the pedigree of the team. My job 
we don't have outside pressure, because the 
itself always tries to break the rules and cross frontiers—it has 
its own pressure coming from tf 

"It is internally driven," says Jade Raymond, the game's producer. 
"The two main lead guys defining the main character, the assassin, 
created all the moves for the Prince, and they have this vision of what a 
[-generation character is going to be like and the amount of control 
the player has. They set the bar really high for themselves." 

Even with the internal challenges the team has been giving itself 
in the development of Project Assassins, jumping from the PS2 to the 
PS3 presents its own unique set of hurdles. "From my perspective, I 
think it's riskier because of the scope and money involved. We hi 
be sure and more confident about where the money goes, and we also 
people," says Mallat, "On the creative side, nothing is 
really different. Since we don't have that many constraints, w 
give ourselves our own constraints because whatever the RAM budget 
is, whether it's 32MB or 512MB, it's still a limit." 

"We're kind of lucky, because I inherited the core team that shipped 
The Sands of Time," says Raymond. "We have people who have se 
many different consoles, so they've been through the challenges of 
new technology. Also, they've all been creating games for a long tii 
and they all have an idea of what 'next generation' is." 

But it's not as if the Montreal team isn't familiar with challenges 
or taking risks. In fact, much of what the team learned fr 
working on Prince of Persia has been applied to the development 
of Project Assassins. “Most of the things tf 
human and philosophical aspects," says Mallat. "The team loved tf 
philosophy of the engine—in t€ 
level editor, it's a global creation where everyone participates. It gives 
more time for back-and-forth to check ideas and it fits with 
On Project Assassins we've kept the same processes that w 

















TOLENT 


THE MDNTEEPiL ETUDD, CEDIAJN 
□ElAJEL OF UBIEDFT'E EMPIEE. ' 
TPiCKLEE PEE DEUELDPMENT 



Sands of Time by giving the team enough preproduction time to be 
able to test the ideas within the gameplay or within playable versions 
of the game." 

That wasn't the only way the team benefited from working on The 
Sands of Time. Despite the struggle against Ubisoft management at 
the time, the end result afforded the team a great deal of respect in 
the company, which has given it much more freedom in the devel¬ 
opment of Project Assassins. "I was a producer on Sands of Time," 
Mallat recalls. "I had to struggle with upper management and had to 
tell them, Tm not done with preproduction, even if this is the best pro¬ 
totype you've ever seen. If we rush into production, we're going to get 
screwed.' Ultimately, what's right for the people is right for the com¬ 
pany. We have more freedom in terms of creativity. Obviously, we're 
I dealing with a new IP and we've had more time and that's great. But 
we also need the challenge." 

Ubisoft Montreal is not only taking on that challenge, but also 
defining what that will mean for other developers on the PlayStation 
3. "I've asked the team to create an entirely new next-generation 
engine, and this is where the challenge is going to be," Mallat says. 

■ "You might find next-generation games on the market, but they're 


using older-generation engines. But when you're talking about real 
next-generation engines, this is where our game really profits, and 
we'll be showing that soon." 

“We knew that we were going to leverage the graphics potential to 
get a new level of realism, but we're also leveraging the Cell architec¬ 
ture to get more Al, smoother animation, and all this stuff," Raymond 
explains. "We're really focusing on crowd Al and creating new types of 
gameplay with crowd interaction. Some of that is really hard to get to 
work off the bat because sometimes the simulations can take on a life 
of their own and produce something you weren't expecting. We have 
many different layers in the crowd Al system because we're trying to 
build a sandbox where you can interact with the crowd when you're 
not on a mission. We also want to have a lot of level-design compo¬ 
nents where the crowd [will behave accordingly!." Frankly, we can't 
wait to see all of this in action. I 













■PSB lAlQTCH 


Ever wondered what the heck progressive scan is or what an HDMi 
port does? Do you know the difference between LCD, plasma, and 
DLP displays? Do you really even need an HDTV for your PlayStation 
3? These and other questions are becoming more common iateiy and 


will be even more prevalent in the weeks leading up to the launch of 
the PlayStation 3. This guide is meant to give you a general overview 
of what you should be looking for and what terms you should know 
going into the next generation. 


whether or not something 
like 720p Is better than \ 
lOSOi, because the former 1 
option gives you progres- j 
sive scan while the latter | 
gives you a higher resolu¬ 
tion that's interlaced. 
Ultimately, it comes down | 
to your own taste. I 



CRTs are the standard TV sets you see in most households and can 
come in projection and standard display modes. While they can offer 
a very clean, vibrant, and crisp picture, many are not HD capable. 
They're also incredibly heavy and expensive compared to front- and 
rear-projection TVs powered by LCD and DLP technology. 


Avoid it. Plasma TV technology is way too expensive and touchy 
to really make it worth your time. Yes, in many cases it can provide 
an amazing picture, but there are far more reliable and inexpensive 
technologies that can provide you with a great HD experience. 



HEBPLUTOnal 


r 

GET 

CGNNEETED 

The PS3 will have a con¬ 
nection port called HDMI 
along with the standard 
audio/vIdeo jacks. You 
can hook up a PS3 
through standard audio/ 
video jacks by using com¬ 
ponent cables, which are 
usually sold separately. 
However, HDMI is a 
better alternative to com- 


This high-definition technology is essentially an evolution of LCD 
technology. In most cases, it provides a more vibrant picture with 
better color display (most LCD TVs have problems displaying black 
colors as truly black). DLP offers all of the other benefits of LCD tech¬ 
nology as well, but some consumers have noticed a rainbow color 
effect on some DLP TVs that could be potentially distracting. 


While LCD technology was severely lacking in quality in previous 
years because of blurring problems, recent advancements have 
made it the most affordable and reliable technology. Plus, you don't 
have to worry about burn-in and you get a really amazing picture 
with minimal blurring. 


It's the lowest progressive-scan resolution out there and is available 
on most TVs, but it is not considered an HD resolution. 


This is the main HD resolution and probably the one that most Play¬ 
Station 3 games will be coded for. Surprisingly, a lot of early-model 
HDTVs don't display 720p natively; such sets would have to convert 
the signal to another resolution in order to display it properly. 


It's the highest resolution of most currently available sets, though 
many can only display up to lOSOi since 108Dp sets have just started 
to hit the market. I 


ponentcables because 
there's less degradation 
in the image quality; you 
just have to find a TV 
that has an HDMI jack. If 
your TV has DVI, which 
is essentially the same 
as HDMI but without the 
audio component, then 
you can purchase an 
adapter to make it work. 































FIELD 

COMMANDER 


IVape IVar Multiplayer Style, in Ad Hoc, 
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JOIN THE RANKS AT 

WWW.FIELDCOMMANDERGAME.COM 
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Pretty much all of us expected popular PlayStation franchises to appear on the PSP at some 
point, but what surprises us most is the incredible surge within the last few months. It makes 
sense—if you want a game to sell, be it portable or otherwise, a familiar name can go a long 
way. After all, look what it did for the president of the United States, and he's not even a video- 
game—^though he does occasionally stutter like a poor framerate. Anyway, here's to the influx of 
big names on the PSP and the inevitable lack of creativity to follow! I ^ 




BLU-LIGHT BPEDPiL 

JNV PICTURES TALKS BLU-RAY PRICING 


While we all eagerly await Sony CEA's for the hardware, but what about pric- 
official pricing announcement for the ing for the Blu-ray discs? 

PlayStation 3, we can try to get a good Interestingly, Sony Pictures 
idea as to what it may cost by looking announced that it will charge retail- 
at its individual components, or at least ers only S23.45 for every new-release 
speculate how much of a loss Sony is Blu-ray movie disc, which is about a 20 

willing to absorb on each PlayStation 3 percent markup over DVD technology, 

sold. In early January, Pioneer revealed Movies currently available on DVD 
that it'll be releasing a St ,800 Blu-ray that are rereleased on Blu-ray will be 

player. Samsung announced plans for a sold to retailers for S17.95. Sounds like 

$1,000 player. It's highly unlikely that the a deal, but don't expect this pricing to 
PlayStation 3—which also serves as a come into play for PlayStation 3 games, 
Blu-ray player—will cost over $1,000, as most retailers, including GameStop 
but you can bet that Sony will try to and Electronics Boutique, expect them 
reinforce the idea that you're paying far to retail tor approximately $60—the 
less for something that normally costs same price as most Xbox 360 games, 

over a grand. That's all well and good which are on regular DVDs. 
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The Battle for^an Ancient 
Relic Begins with the Hunt 
for the “Merines”... ^ 

Adrift on an endless,' m^in^ ocean, senel ; 
coolid^e and his sister shirley find 
themselves drawn ashore a mysterious 
ship. Known as the Legacy, it is an ancient 
relic that conceals countless dangers — 
including those who lie in wait for shirley. 

TO save his sister, senel and his party . 

uncover the deepest secrets of a legendary , 
ship, and in the process, discover the ties^^HH 
that bind them all. 

j&ake stren^h from friendship. Take pride 
pn lo ve. Take everything that you believe 
E^fcSa^ turn it all to power. 
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□PM Most people know about your roots as a PC adventure-game 
developer for LucasArts, but can you tell us a little more about the time 
before that? Where did you grow up and how did you get into games? 

I TIM SCHfiFEI2 I grew up in Sonoma, which is about an hour 
north of [San Francisco] in wine country. It's really a tranquil, idyllic. 
Leave It to Beaver kind of town. As a kid, I always thought it was kind 
of boring, and we were always left wondering what we were going to 
do. I remember [when] my dad brought home an Odyssey—it had car¬ 
tridges you could plug in, and they were all basically versions of Pong, 
but you had these plastic overlays you could put over the screen. There 
was this submarine game, or at least they said it was submarine game, 
but it was really just the Pong paddles that moved around a maze. I 
loved that thing. There was this target game where you just shot the 
Pong paddles as they moved around. Everyone in my family played 
it. Then my dad brought home an Atari, and I freaked out over that. I 
played it, played it, and played it. I would even sit there and watch the 
attract mode of Combat with the biplanes flying through the clouds. 
Then I played Adventure, and I just loved the castle, and the dragons 
that looked like ducks, and the bats that looked like an H. 

My brother, who is about nine years older than me, was in college 
at the time. He had a Teletype and some Teletype games. He would sit 
there and type his name and password to get into a mainframe, and 
everything about it seemed so cool to me. I thought it was exciting that 
you had to type in a username and password. 

So I ended up going to school and getting into computers. Even¬ 
tually, I was at UC Santa Cruz, and it had a pretty big effect on me 
because I was able to take a wide range of classes. Actually, it was 
all of the classes outside my major that [I found most interesting). 

There was one class where we studied these people who would have 
problems in their lives. These problems would manifest themselves 
into dreams-—so they'd see an animal or a lake or something crazy like 
that, and a lot of that is in Psychonauts. I thought it was really cool that 
people who weren't poets and writers could come up with stuff that 
was so abstract. 

Eventually, I transferred to UC Berkeley. While I was there I took a 
lot of English classes, and that's where I started to read a lot of inter¬ 
esting stuff, like Thomas Pynchon's The Crying of Lot 49. I also loved 
my anthropology class and folklore class. We studied folklore from all 
around the world. I learned about the modern stuff, urban legends, and 
that's where I learned about the Day of the Dead, which became the 


inspiration for Grim Fandango. That's also where I learned the impor¬ 
tance of knowing how to write. These folktales all have these really 
imaginative things that people have passed down, and every culture 
has them. It's a great place to rip things off. [Even things like Star Wars] 
are so heavily based in folklore. 


□PM UC Santa Cruz and the surrounding area are kind of unique. 
It's pretty isolated. What did you think of the people there? 

I TS I remember when I went there, I didn't leave campus for three 
weeks because it's so self-contained. It's nice when you're a freshman 
because you don't have to get an apartment or figure any of that other 
stuff out. But we weren't really accepted by the town. One time we 
were riding the bus to the school from town, and this lady got up and 
told all of us, "Please don't vote. You're only going to be here for four 
years, so you'll mess up everything for the people that live here." I 
didn't buy that. But anyway, I was at the art college. Porter, where our 
first class was an overview of all this stuff—architecture, poetry, and 
music. I still ended up in computer science, but it definitely helped 


OT UC BEI2KELEV, I LEfiCNED PiBCUT THE DfiV CF 
THE DEAD, lAlHICH INSPIRED BI2IM FONDfilMGD.'^ 


□PM Because of your experiences at school, did you ever think that 
you didn't want to do the whole computer programming thing? 

I TS Originally, I wasn't really aiming to be a designer because it 
didn't occur to me that you could make a living in the game industry. I 
knew there were companies that made the games, but I never thought 
I'd get a job at one of them. I thought I'd get more and more into 
writing and less into programming. Plus, you always heard about the 
boring programming jobs. When you were looking for jobs, you never 
saw one for games, but you always saw listings for database work and 
things like that. 
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It’s like free cap day 
without having to go to the stadium. 



Buy MLB 06 The Show and you’ll get a free Major League Baseball cap of the team of your choicer 
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•FREE with game purchase. Details inside specially marked packages of MLB '06 The Show or visit playstation.us.eom/mlb06 for details. Offer expires 6/17/06 or while supplies last. Selection of team based on 
availability at time of redemption. Major League Baseball, Hall of Fame and Minor League Baseball trademarks and copyrights are used with permission of Major League Baseball Properties, Inc,, and the National 
Baseball Hall of Fame and Museum, Inc., respectively. Visit the official Web site at MLB.com. ©2006 MLBPA, Official Licensee-Major League Baseball Players Association. Visit the Players Choice on the Web at 
www.MLBPIayers.com. ©2006 Sony Computer Entertainment America Inc, "PlayStation" and the "PS" Family logo are registered trademarks of Sony Computer Entertainment Inc. "Live In Your World. Play In Ours." 
is a registered trademark of Sony Computer Entertainment of America Inc. 
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□PM Is there anything you would've changed during the d 
ment of Psychonautsl 

I TS I just wouldn't have been late. And there are lots of thir 
couldn't have known. I brought some key members on late in 
ect, when they probably should've been on tbe whole time. T 
a lot of turmoil in getting a team together, but now it's like a v 
machine, and that's the great thing about starting on this new 
It's like you're starting with a dream team. 


□PM Is that the biggest problem facing the industry? Everyone's out 
to make money and no one cares about the actual games? 

I TS I don't know. I'm not a marketing genius; otherwise, Psychonauts 
would've sold a lot more than it did. I'm worried about the superficial 
interpretation of (the audience]. If you hear one kid say, "I wish I had 
more guns," then all of a sudden all kids want to use guns. These kids 
aren't game designers. I'm not saying their opinions don't matter. I'm 
saying the obligation of game designers is to come up with something 
that's challenging and entertaining. They shouldn't just get a list of 


□PM Will Double Fine be supporting multiple systems th 
around and not developing primarily for one platform? Can ' 
anything about this new project? 

I TS Our engineering is much more platform agnostic, so v 
not going to be tied to one system. The new project is diffen 
anything I've done before, but It's something I've wanted to 
a long time. We're all very excited, and we've all had a ton o 
designing it and doing a mock-up of it. 


'"PiMEElCfiN PLfiTFni2MEI2 CHAI2fiCTEI2S 
FEEL LIKE THEV'UE BEEN USED UP 
MnLESTED/' 




















THE GREAT ONES ALWAYS LOOK FOR 
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T he great ballplayers always seem to have the inside edge— 
and now so does Major League Baseball 2K6. Our revolutionary 
/ns/de fdfife " feature authentically recreates the one-on-one pitch¬ 
er-batter showdown with unprecedented realism by incorporating 
three years of actual MLB ” scouting reports and analysis into 



every pitch and every swing. 

Get the Inside Edge with Major League Baseball 2K6 on 
PlayStation 2 computer entertainment system, PSP" (PlayStation 
Portable) system, Xbox'"’, Xbox 360“ and Nintendo GameCube. 

www.2Ksports.com 
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I'm going to say November in the United 
States, and I'm going to say that it won't 
be a penny more than $399.99. Why? 
Because Sony really can't afford to 
be more than a year behind its main 
competition, and Microsoft has set a 
pricing precedent that only a crazy 


person would break. You can’t turn up 
to the party late, demand more cash, 
and just keep your fingers crossed that 
everyone's dumb enough to tolerate that. 
The guts of the PS3 may well be made of 
magic beans and alien technology, but 
the Xbox360 has set the price point. 



We’ve all looked at the prototype 
boomerang banana thing and probably 
wondered what the hell Kutaragi and 
his cronies have been smoking. This 
was more than likely a case of them 
sticking something different out there 
to see how much change we’d tolerate. 
Judging from reactions after E3 last 
year, "not much" seems to sum that up 
quite nicely. Consider this, though: The 
banana is as small and slender as young 
Scooter's well-manicured fingers, but 
it's also supposed to be wireless. If it's 


going to use Bluetooth, it's going to need 
juice, and for that it needs somewhere 
for the batteries to go—probably some 
kind of receptacle that can accommo¬ 
date a couple of AAs. So unless Kutaragi 
has found a way to make it run on magi¬ 
cal fairy dust, that prototype version isn't 
go to work unless it's connected with a 
cord. My guess? The OualShock 3 will 
look an awful lot like the DualShock 2 
with an unsightly bulge on the back. 

In fact, it may look remarkably like 
Logitech's delightful wireless pad. 


PS3 PPEDICTOfXJS fiND PUfXJDITUDE 
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Tom asked me to begin my first column by 
introducing myself to you all, and then pro¬ 
vided the vague direction that he wanted 
"something interesting and/or funny." 

Some of you may have some vague recol¬ 
lection of my ugly, hairy mug from my pre¬ 
vious incarnation as the ringleader around 
these parts. Before taking up my current 
position as Tom's boss, I was the editor-in- 
chief of this magazine for five years. Previ¬ 
ously, I'd been steering EGM's fortunes 
through the PS1 and Dreamcast years, and I 
hopped over to take the rudder on our Offi¬ 
cial PlayStation ship a few months before 
the PS2 was launched. Looking back, there 
are a lot parallels between what was going 


on back then and what we re seeing now in 
the run-up to PlayStation 3. 

So, with part one of Tom s request taken 
care of, here's my crack at the second part: 
some predictions! 

I should preclude this with some sort of 
disclaimer, I guess. What follows is simply 
unabashed punditry, and despite being pre¬ 
sented with a certain amount of conviction, 
it's by no means fueled by any under-the- 
table note passing at some sort of execu¬ 
tive level. In short. I'm guessing. They are 
educated guesses extrapolated from his¬ 
torical precedent and current information, 
but...yeah...I'm pretty much winging it here 
in an attempt to provoke some debate. 





There probably won’t be very many 
games on day one, and much like we 
saw at the PS2 launch (and, indeed, the 
360 launch], very few will show the true 
potential of the system. Coupled with the 
inevitable hardware supply problems 
in November and December, this will 


fuel pre% much the exact same media 
coverage that we saw with the 360 over 
Thanksgiviiig last year. Warhawk may 
make the "launch window" and will 
hopefully be spectacular, but the real 
jaw-droppers on the system aren't going 
to be shown until E3 in 2007. 
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PLfiVING GOMES 



I OM a-BIT 

Jon M, Gibson 


Videogames may not be 
art to some, but surely art 
inspired by videogames 
is still considered art. / 

Am 8-Bit is a collection 
of paintings, drawings, 
and other forms of artistry 
that focuses on various 
videogames, ranging from 
Super Mario Bros, and 
Metroidto Mega Mart and 
Dig Dug. A lot of the art in 
here is pretty damn cool 
and may actually surprise 
you, particularly the Image 
of Link from The Legertd 
ofZeida standing with 
his mouth agape and a 
cigarette sticking out to 

mmmmm 



Dachshunds, angels, motorcycles, the Hoff—words 
simply cannot describe how these elements come 


together in a sweet symphony of blue screen effects 
and complete crap. Seriously, Hasselhoff, what the 
hell were you thinking? Sure, we’ve all imagined 
what it would be like to fake-snowboard down a 
mountain, only to take a bite out of an enormous fake 
salmon. Or hey, how about looking like a complete ^ 
jackass jumping next to footage of the Masai war- ^ 
riors from Africa? Do a search for "Hooked on a ■?! 
Feeling" at Youtube.com to check it out for yourself. 



CniAlBDV HftTS 


We're not recommending any spe¬ 
cific brand of cowboy hat, but you 
should really go out and get one. 
Not only will it protect you from the 
sun's harmful rays while you’re out 
wrangling some cattle or shopping 
for Dr. Pepper, but It will also make 
people think you're Walker, Texas 
Ranger. Really, you can't go wrong 
either way, unless you try to rope 
cattle while drinking Dr. Pepper, 
because that's just asking for all 
sorts of trouble. 


OMPULE^ 

□□MPPEBSPi 

Carl Zimmer 


Actually, this is the last thing you 
want to go out and feel. This wasp 
controls the movements of cock¬ 
roaches, which it needs to lay its 
eggs, by jamming its stinger into the 
roach’s brain and searching for the 
part that controls movement. Once 
found, the wasp "guides" the cock¬ 
roach to go back to its lair, where 
it begins the whole egg-laying pro¬ 
cess. Nature is totally screwed up 
and scary, and these kinds of things 
freak us outi 




Imagine if all of the dudes in the Killers were actu¬ 
ally not dudes, but women instead, and you'd have 
Von Ival OK, so maybe that's not the most accurate 
description since the Killers are a bunch of sellouts. 
A better description would be this: Imagine badass 
girls who play 10 times better and 10 times harder 
than the Killers making some crazy electro-blues 
shenanigans with so much energy that your head 
will explode. 


THE BLOCK MOGEB 


It's not that the Black Mages are new or amazingly 
good, but the fact that the Black Mages are headed 
by Nobuo Uematsu—^the man behind the music for 
the Finai Fantasy games —makes the band notewor¬ 
thy if you've never had a chance to check them out. 
The Black Mages perform rock remixes of various 
Finai Fantasy songs, which you can now download 
on iTunes along with all kinds of other Finai Fantasy 
music, including orchestral versions of songsl 
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Representatives from Sony CEA have indeed confirmed that a God of War sequel is on the 
way, which shouldn't surprise anyone who finished the original game. Many of the unlockable 
extras found in God of War hinted heavily at a sequel, to the point that it seemed as though a 
follow-up was right around the corner. Indeed, it seems some aspects of the original game that 
the developer axed (and also featured in the extras), such as the Icarus wings for Kratos, have 
a strong chance of showing up in the sequel—^we're anxious to see how much of that content 
makes the transition. 

While the sequel will still be developed at Sony's Santa Monica studio, David Jaffe, who was 
lead designer on the original God of War, isn't the one directly in charge, since he's currently 
busy working on HL for the PSP. Whether or not this will affect the overall direction, gameplay 
mechanics, or other aspects of the game remains to be seen, but either way, God of War 2 has 
some very high expectations to live up to. I 



PLfiVSTfiTON BITS 

BYTE-SIZED NEWS 


If you can't get enough of Hideo Kojima 
and his Kojima Productions studio (and 
we know you can’t), then you'll be 
happy to know that Mr. Metal Gear has 
started an audio blog, or podcast if you 


discuss a variety of topics ranging from 
whatever he ate last night to the cur¬ 
rent state of gaming.... Elsewhere, the 
perpetual delay facing Square Enix's 
Final Fantasy VII: Advent Children will 
end—in April. The holdup seems to 
stem from a variety of issues ranging 
from lackluster reviews to rampant 
Internet downloads and extras that 


haven't been finished.... On our side of 
the pond. Electronic Arts has reportedly 
laid off a sizable portion of its Redwood 
Shores studio, according to tUP.com. 
This studio is currently working on The 
Godfather and other versions of From 
e, so maybe that's not 




3d thing.... 


we go again" category, Rockstar is 
being sued for the umpteenth time. This 
time, it's coming from a Los Angeles 
attorney who claims the company 
withheld key information that would’ve 
prevented San Anifreas'appearance in 
stores. Yeah, take a number. 
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LIFE DF CEIME 
Want to learn more 
about Sega's wild 
yakuza simulator? Be 
sure to check out the 


for more details on 
what you can do In 
this Grand Theft Auto- 
inspired game with a 
Japanese flavor. 





Recently, the tracking moguls at the NPD Group released data show¬ 
ing 2005 as the best year for videogames sales on record; the $10.5 
billion in sales represented a 6 percent increase over 2004's numbers 
and the highest since the NPD started tracking this information. 

Things are looking up—in America, at least. But in Japan, the industry 
continues its slow decline. New iterations of popular franchises sell 
fewer and fewer copies, and the overall size of the industry has signif¬ 
icantly shrunk from the PS1 glory days. Where did things go wrong? 

Here's one theory: Grand Theft Auto. Each of the GTA games 
has sold more than 10 million copies worldwide—but only 250,000 
of those copies in Japan. That's a reasonably good showing, but 
nowhere near blockbuster status. Missing out on GTA isn't necessarily 
the end of the world, but Japan missed out on the series' aftereffects, 
too. The countless clones, for starters. Some copied the free-roam¬ 
ing gameplay {Mercenaries, The Simpsons: Hit & Run), while others 
mindlessly aped the urban style (50 Cent: Builetproof, 25 to Life), but 
all attempted to deliver something different from what gamers got 
from the original blueprint. But it was the GTA entries' strong sales 
numbers, not their gameplay, that had the strongest aftershocks. The 
top-selling series of this generation is M-rated and extremely graphic? 
You'd better believe the moneymen noticed. The age of the average 
gamer had been increasing for a while, but GTA3 marked a paradigm 
shift in the industry's perception of the market. Adult gamers were 
now the most powerful force around, and developers shifted the tar¬ 
get demographics of their titles to match. 

Except that none of this happened in Japan. Grand Theft Auto sold 
reasonably well, but it ended up only a midrange hit. The Japanese 
market blithely trundled on, continuing to focus on the same eternal 
demographic: the lucrative but limited shonen market, consisting of 
boys ages 8 to 14. Think about it: How many RPGs have you played 
with plucky teenage protagonists? More to the point, how many 
more do you wantto play? It's a well-known fact of marketing that 
demographics only scale in one direction: Kids desperately want what 


the adults have, but adults leave childish things behind. And by not 
expanding its "acceptable" demographic range, the Japanese market 
is letting older gamers slip away. 

However, some Japanese developers have finally started going 
after this "forgotten" older market. In fact, the Nintendo DS is trounc¬ 
ing Sony's PlayStation Portable not because of traditional Nintendo 
franchises but thanks to the million-selling Brain Training series 
and foreign-language learning dictionaries. And while these are not 
traditional "games," they still cater to a neglected market niche that 
needed addressing. 

Sega, meanwhile, has published a small gem called Ryu Ga 
Gotoku, or "Like a Dragon." The game's genre defies description— 
essentially, it's a yakuza simulator. As the game begins, ex-yakuza 


THE aOPfiNESE MAEKET BLITHELV CONTINUES TO 
FOCUS ON THE SAME ETEENAL DEMOBEAPHIC, 


protagonist Kazama Kiryu has just served 10 years in prison for a 
crime he didn't commit. The game follows his search for answers 
as he fights to understand how the world has changed during his 
absence. In sharp contrast to the explanation-heavy dialogue of most 
shonen games, Ryu Ga Gotoku features a script by a professional 
novelist, and the story feels like a Beat Takeshi-penned drama, not a 
"programmer plot" that merely strings together set pieces. 

The game's presentation is also uniquely serious: The overworld is 
nothing but a few bustling blocks of a fictional red light district, metic¬ 
ulously modeled down to every faded sign and broken bike frame. 

It's a dark, violent, and truly mature game. Fortunately, it's not only 
selling well, but selling consistently, and it's still in the top 20 after 
two months of release. Hopefully, its critical and sales success will 
encourage other developers to seek out the adult Japanese market. I 
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i hear some tunes, all thanks to one little card. 
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Artfiyifairiing helps you fiifd your pofehTTalJoTSlaffSergeant Heiidricks, that 
meant learning from the very best. They told him from day one that he’d only 
get out of it what he put in. He listened. Today, he’s earned the right to lead 
tiis team. With that rank on his shoulder, he’s also in command of his future. 

Find your strength atgoarmy.com 































































































































































USED DN DIDDICK lAlftSN^T SUITED 
kpiaE TP^C?5l^Ef\JT EEUEEfiTOINJ DF HAEDlAIPiDE/'' 

mouth and giant arms that reach to the ground is twirling around in a 
New York City subway station. 

"[The engine we used on Riddick] wasn't really suited for the current 
generation of hardware," says Andersson. "This is our next genera¬ 
tion—our second title with that sort of technology, w 
advantage. With The Darkness vje started with tools 
developed for the core part of the technology." 

Next up are some human models, including a co[ 
girl, and a meaty dude wearing a bloody apron. "Since the game takes 
place in New York, we really have to find a lot of different ways to 
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populate it," says Andersson. "And as with every next-generation title, 
content production is key. It takes longer to create each individual part 
of the contents since it's so much more detailed." He zooms in close on 
a man with a 5 o'clock shadow, and we can actually see his pores and 
the hairs sprouting out of the follicles. 


Andersson tells us, "This game is about Jackie taking back control, 
both over his life, since he is possessed by this entity, and over his 
family, since his uncle is trying to get him killed." Right now, we're 
looking at a level set in a gritty alleyway in New York City. Jackie has to 
shut down a drug nest that his uncle Paulie has set up here. 

Most of the game Is set in first person, although some events (such 
as when Jackie is climbing a ladder) will cut to show him in third person 
(much like in Riddick). The team wants you to feel in control of Jackie 
throughout the whole game, which is why they are planning not to have 
cut-scenes breaking up the action—in fact, there is only one planned for 
the entire game, and that is at the very end. 

I'm told to disregard Jackie, as his character is still placeholder art. 

At the end of the alley is a jumpy homeless-looking guy, from whom 
Jackie needs to get a password in order to get into the drug den. 
Andersson says, "In Riddick we learned how much the movement of 
characters and the specific voice acting gave them personality." 

As soon as Jackie approaches the man standing in the alley, he 




starts making small talk. "That coat sure looks warm," the guy says as 
Jackie walks up. 

"Part of making characters believable is having nice-looking anima¬ 
tions, but another part of it is in behavior," explains Andersson. "We 
have really tried to make dialogue be interactive. In The Darkness, you 
can move around while you're in dialogue and walk away from him, 
and he should respond [to that slight]." 

Producer Lars Johansson demonstrates this by making Jackie walk 
away. The man in the alley yells after us, "Hey, it only takes a second to 


□EUILS DM VDUE 
SHDULDEI2 
'//////////////////z 
The twin demon heads 
that you see on screen 
when employing Jackie's 
Darkness powers 
have been internally 
nicknamed Huginn 
and Muninn by the 


HE ZOOMS IN CLDSE ON A MAN lAllTH A 
SHADDlAl AND lAlE CAN ACTUALLV pciaes. • 


be polite, you little prick!" Johansson then steers Jackie back down the 
alley and starts a conversation. 

While the game is built around a very structured set of events, 
Starbreeze has tried to build a lot of freedom into that framework. For 
example, Jackie needs to break into the drug den in order to progress 
the story forward. But there are a lot of different ways he can get into 
the den. He can have a conversation with the guy in the alley and get 
him to give up the password willingly. Or Jackie can pull a gun on him 
and extract the password by force. Or, if the player chooses, Jackie can 


development team. In 
Nordic mythology, Huginn 
(which means "thought") 
and Muninn (which 
means "memory") are 
the two ravens that sit 
on the shoulders of 
Ubergod Odin. 





























































just kill the man on the spot—but that means he'll have to figure out an 
alternate way into the den. 

"We try to encourage exploring and adventure," explains Anders- 
son. "If a player wants to go through the game shooting things, he can 
do that. But players who want more of the story can take the time to 
talk with characters and explore." 


As fans of the comic know, Jackie's Darkness powers are a key part of 
who he is, and those powers will be a key part of the game as well. 

Art director Jens Matthies says, "The game isn't only about shooting 
things, so we're keeping the weapons few but fairly refined. We wanted 
to encourage the use of Darkness powers." Darkness powers can be 
used only in the dark, but Jackie will often be able to manipulate the 
game's lighting by breaking bulbs and turning off switches. 

In first-person games, players are used to having the physical 
manifestation of their weapon in front of them, which is why the team 
wanted a representation of Jackie's powers: hence the demon heads. 
When in Darkness mode, you'll see the demon heads on the bottom 
right and left sides of the screen. The demon heads have powers, but 
they also have personality. They look around on their own when at 
rest, and they might occasionally pick a little fight with each other. But 
don't be fooled by the playfulness: "These are basically the primal kill 
beasts," Matthies says. 


Players will unlock Darkness powers throughout the game, and the 
process for doing this is by devouring. Devouring is exactly what it 
sounds like—once you've killed someone, the two demon heads swoop 
in on the body, and by the time they've finished, there's a nice puddle 
of blood on the ground. Devouring lets Jackie extract powers from 
people, and evil people give more bang for the buck. 

Andersson tells us, "We don't want the Darkness powers to com¬ 
pete with the weapons—guns are pretty efficient tools of destruction 
already—so we really want to complement the guns." One of the pow- 

^THE DEMDM HEADS OI2E BfiSICftLLV 

PIEIMfiL KILL BEASTS,'^ : 


ers is called creeping dark. (Check out what the power looks like in the 
story's opening screenshot on pages 44-45.) Creeping dark is primar¬ 
ily a scouting power—Jackie sends out a tentacle that can snake into 
places he can't go. Johansson shows it off by using it to sneak through 
a vent above a door in the alleyway and look around inside. 

Another power is the demon arm, which is a long appendage that 
Jackie can use to grab, lash out, and even impale. The team's intention 
is for it to be a very destructive power, which Johansson demonstrates 
by reaching out and driving it straight through the alley guy's heart. He 
















































i screams and falls to the ground In a puddle of gore. ("Blood is prettier 
J in the next generation," Andersson smiles.) 

{ The last power we get to see is the black hole. After entering the 
. drug den courtesy of the password we extracted from the alley guy, 
f' Jackie opens fire on the men in the room. He makes quick work of 
most of them, but one guy is hiding and we can't find him. So Jackie 
uses the black hole, which is a portal that starts sucking the contents 
of the room—chairs, tables, sofas, anything the last enemy might be 
hiding behind—into a void. The enemy is quickly exposed and then 
neatly dispatched. 

When you're using the powers, you'll hear the voice of the Dark¬ 
ness itself occasionally talking in your ear. It's eerie, and it gives you 
the sense that just because Jackie has the ability to use these powers 
doesn't mean that it's necessarily a good thing for him to be doing it. 

: But at least the Darkness also provides him with a few friends to keep 
4 him company. 

V- In the comic, Jackie is often accompanied by small, gremlinlike crea- 
i tures that are basically henchmen of the Darkness. These creatures are 
; known as darklings, and they're assistants that Jackie will be able to 
j call on for help. 

i Darklings originate from people, and each has his own personality, 

1 one that somewhat reflects his former human persona. For example, a 


darkling who was an uptight, suit-wearing guy before death still carries 
some of those qualities with him, albeit in a darker, more perverse form. 

The first darkling the team shows has a saw strapped to his back. 
Players can direct darklings to do Jackie's bidding, but they can also 
opt to let the darklings do what they want. They'll goof around and 
entertain themselves, but they'll also attack anyone who is threaten¬ 
ing Jackie without being told to. In this case, we watch as the darkling 
kills an enemy and then happily makes short work of the body, cour¬ 
tesy of his saw. 

You'll unlock new darklings throughout the game. The processes for 
this and for summoning them are still being worked out, but it's obvi¬ 
ous that the team has been having fun endowing these creatures with 
a twisted sense of humor. As we watch, the darklings onscreen keep 
hopping around and making little comments to Jackie about what's 
going on. And each comes equipped with his own (usually lethal) 
accessory: One carries a sledgehammer, another swings a baseball bat, 
and a third wields a golf club. 

Using the darklings is almost like solving a puzzle. You'll need to 
figure out the right type of darkling to use at the right time. One cat¬ 
egory of darkling is known as an activator, useful if Jackie needs to flip 
switches that are out of his reach. Another carries an eight ball with 
him that he likes to smash against things to turn them on or off—he's 
almost like a remote activator. And another, the electrifier, fulfills a simi¬ 
lar function, but he uses electrical impulses to do it instead. 



JACKIE ESTACADO,the 


game's mein character. 

Is being voiced by Kirk 
Acevedo, best known 
for his role as Miguel 
Alvarez on HBO prison 
drama O2. 

THE DARKNESS is voiced 
by Mike Patton, formerly 
the lead singer for Faith 
No More; more recently, 
he has collaborated with 
artists such as Bjork and 
John Zorn. 


THE DARKLINGS are 
voiced by Richard Steven 
Horvitz, who also voices 
the title character in 
InvaderZIm. He has done 
other videogame work, 
most recently the voice 
of Raz from Psychonauts. 

JENNY, Jackie's 
best friend from the 
orphanage, is voiced by 
Lauren Ambrose, who 
recently wrapped up her 
run as Claire Fisher on 
the HBO show Six Feat 


PAULIE, Jackie's 
adoptive father and 
the head of the Mafia, 
is voiced by Dwight 
Schultz, a videogame 
veteran whose other 
credits include Gun, 
X-Men Legends II: Rise 
of Apocalypse, Killer 7, 
Destroy All HumansI, and 
Psychonauts. 

AUNT SARAH, the 
unofficial head of the 
Mafia, is voiced by 
Norma Michaels, who 
most recently appeared 
in Wedding Crashers. 


THE BUTCHER, the guy 
who helps Jackie, urn, 
clean up after some of 
his jobs, is voiced by 
Mike Starr, who has done 
work in films such as 
Goodfellas and recently 
voiced Lou in the game 
Fight Club. 


CAPT. EDWARD SHROTE, 
the corrupt chief of 
police, is voiced by 
James Mathers, who 
has had guest roles in TV 
shows such as JAG and 
Cold Case. 
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COMPLETELY ORIGINAL STORYLINE 
AND MUSIC TRACKS 




NNIQNECOMRO-SYSTEMFOSING 
HIP-HOP WITH SAMURAI SWORD ACTION 




Hungry, cold and broke. On their search for the “samurai that 
Ismells of sunflowers,” Mugen, Jin and Fuu’s hunt for food ends 
up costing them more than they bargained for. 

COMING THIS APRIL 

www.NaiiicoRanilaiGames.com • www.SamuraiCliamplooDVD.com 


PLAY AS MERCENARY MUGEN. THE MORE 
TRADiTiONAL JIN OR THE MYSTERIOUS 
GAME ORIGINAL CHARACTER! 
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THESE ARE THE PEOPLE l^ 
YOUR NEIGHBORHOOD 


HIGH-TECH HCI2CCI2 

BETTER DYING THROUGH SCIENCE 


t While development has a way to go, the 
:| team is excited about using the multiple Cell 
S' processors to add a level of detail that prior 
titles haven't been able to provide. When you 
smash those ubiquitous skeletons, you'll be 
able to watch their bones ricochet individually 
off the stone walls (let's call that "tibia bounce 
mapping"), and enemies that sport flesh over 
their frames will slump realistically thanks to 
rag-doll physics. And some of that Cell might 
will be used to power fancy-shmancy effects, 
such as white-hot lightning or glistening great 
balls of fire, which you'll be able to hurl with 
the greatest of ease. All of it, of course, will be 
displayed in glorious tOSOp. 


□□□D AND EUIL 

ONCE UPON A TIME... 


Every dungeon crawler needs a tale of extreme 
woe that befalls an innocent region and which 
can only be removed by a lone, brave warrior. 
(For more info on the story details, turn to page 
56; to avoid spoilers, skip to the interview with 
Dark Kingdom's producer, Andy Sites, on page 
58.) Surprisingly, the plot is not contiguous 
with the previous games in the series (hence, 
it's not being titled Untold Legends 3); rather, 
the team is using the same basic setting but 
allowing themselves to skip around within the 
, overall time line of Untold Legends lore. Sites 
promises, "Our story line is going to be a lot 
more immersive than people typically associate 
with action-RPGs." 
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TELLING THE LEGEND 

EXCLUSIVE STORY DETAILS—ONLY HERE! 


IF YOU LIKE YOUR PLOTS FRESH AND 
UNSPOILED, PLEASE STOP READING. 
BUT IF YOU LIKE A GOOD MORALISTIC 
FANTASY TALE, READ ON. 


King Halaskar, the ruler of Dureth, has been 
your boss for a while now; while he's been a 
good guy in the past, you and your buddies 
from the Dragon's Shade (think a black-ops 
team, but with knives and olde-time words 
instead of guns) are starting to think that 
maybe he's going over to the dark side. He 
suspects this and packs you off to fight in 
distant lands. 

When you come back, your worst sus¬ 
picions are confirmed—^the king has been 
torturing and killing innocents. Yikes. The only 
solution is to take him out (this is a certified 
technique for climbing the corporate ladder, 
by the way), but Halaskar, suspecting the plot, 
foils your plan. You manage to escape in your 
airship, only to crash-land a short while later. 
Fortunately, your Dragon's Shade buddies 
have an underground hideout that you can 
escape to. There you find out that Halaskar 
is getting advice from an ancient spirit called 
the Tower Elder (no relation to the Tower 
Younger), who lives in a, well, tower in the 
kingdom. You fight your way to see this spirit, 
who tells you that the king is getting his pow¬ 
ers from another dimension in the universe 
that thrives on the pain of others. 

By traveling to other parts of the kingdom 
and liberating people from the torture of 
places such as the Sunken Cathedral, the Cliffs 
of the Fallen, the Kiln, and the Grinder, you are 
able to debilitate Halaskar's power. However, 
in your battle against the Princess of Anguish 
(who is no longer on speaking terms with her 
cousin, the Duchess of Solace and Maths), you 
become corrupted by her sheer evil. Never¬ 
theless, you hang on to your goodness long 
enough to find King Halaskar and finish him 
off. But then you realize that the whole thing 
may have been an elaborate setup.... 
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I DPM You're working with a team with a variety 
of deveiopment experience— EverQuest, EverQuest 
II, Untold Legends. Is the PS3 difficuit to deveiop 
for—any more so than the other piatforms you've 
worked with? 

I filMDV SITES No, I wouidn't say it's necessariiy 
more difficuit. It definitely provides new chaiienges for 
us. Physicaiiy, with most PC and past-generation con¬ 
sole development, it's all had a similar hardware and 
programming structure. And the PS3 is the first time 
we've had to make a programming and art mind shift 
that requires treading on new ground. For example, 
the cel-shader system is something that technically 
was capable on very, very high-end multiprocessor 
PCs but never has been available or financially feasible 
to regular retail gamers. This is the first time we've 
really been capable of running multiple threads off of 
multiple processors, which in turn means better visu¬ 
als onscreen, better game mechanics, and so on. 

From an engine standpoint, we're capable, finally, 
on consoles, of using rendering engines that are more 
shader based. Typically, in the past, it was model your 
creature, then texture it, then animate it, and you're 
done. Now it's many more steps—you also create the 
bump map and you create the specular map and you 
create all the additional layers that not only make it 
look better, but make it much more lifelike. 

I DPIUI Does this mean you have to work with a 
larger team than in past games? 

I fiS Yeah—I'd say that's really been the biggest 
change. The budget and the team size have been 
required to increase quite a bit on the art side and the 


I DPM How do you develop for hardware that, in 
some respects, isn't even finalized yet? Do you just 
plan and hope for the best? 

I AS That's the beauty of working with an experi¬ 
enced team. You use your best estimate of where 
things are going to be six months from now, 12 
months from now. You just draw that line in the sand 
and hope that you're right. 

I DPIVI You're working with a team that has a lot more 
experience in online than the average console team 
has. Can we take this to be an indicator of online plans? 
I AS Um...yes it is, but I can't discuss specifics. We're 


not making an MMO, but we're definitely leveraging 
our online programming and design resources. 

I DPIUI Do you think developers have an increased 
responsibility to continue pushing the boundaries of 
gaming as we move into the next generation? 

I AS Absolutely. I think a lot of that isn't just their 
personal desire to do so— I think the consumers are 
going to require that. There are going to be two types 
of games. There will be the games that have the expe¬ 
rience and talent and budget, like companies like SOE 
have, where we can put all of that into the develop¬ 
ment of a single game. And it's going to make it more 
difficult for the smaller companies to deliver a title that 
can compete with us. 


I DPM What do you think is the paramount thing for 
teams to keep in mind while developing for the PS3? 

I AS I would say that it's keeping up with the latest 
high-end rendering techniques. Gameplay is game- 
play—if you actually go back and look at games from 
the early '80s and early '90s and today, they all have 
similar elements. It's just the graphics and what the 
games have been capable of and what's been able 
to be rendered in that game. Really, it's technology 
that has been driving the visuals, which in turn drives 
the gameplay elements that are capable of being 
rendered onscreen and that are being conveyed to 
the player. 


I DPM Do you feel a responsibility to the player to try 
to break some of those consistent elements? 

I AS Absolutely. There's one thing that, personally, I 
like to do with game development: We like to evolve 
games. There are evolutionary games and revolution¬ 
ary games, and I'd say we definitely make evolutionary 
games. We want to make a game with those elements 
that are proven and fun to players, and then we want 
to improve that and take the system's capabilities 
so we can really turn it up a notch. In this case, we 
wanted to take that hack-n-slash gameplay and turn it 
up. It's more than just hitting the X button. Now there 
are combos and more visual flair and variety. But it's 
more than we can convey over an interview—we can't 
wait for people to see it and check it out. I 


"THE PS3 IS THE FII2ST TIME IAIE'UE HftD TD MfiKE ft 
PEDGEfiMMING filMD fil2T MIND SHIFT.'' 
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It should come as no surprise that Electronic 
Arts is bringing a new installment of Medal of 
Honor—its celebrated series of World War II 
first-person shooters—to the PS3. What might 
come as a surprise is that the company is tak¬ 
ing the opportunity to introduce some major 
innovations to the series, the kinds of inno¬ 
vations few would expect from the gaming 
behemoth anymore. 

The MOHfranchise debuted in 1999 for the 
PS1 and was inspired by Steven Spielberg’s 
grittily honest and detailed portrayal of World 
War II in his film Saving Private Ryan. Spiel¬ 
berg's DreamWorks Interactive initiated devel¬ 
opment of MOH, though the game was turned 
over to EA when DreamWorks' software arm 
closed. And at its release, MOH was lauded for 
its excruciating detail and immersive sense of 
combat. Executive Producer Patrick Gilmore 
says this quality and eye for detail isn't likely 
to end with Medal of Honor: Airborne, which 
continues the evolvement of the series' open- 
ended gameplay (a structure introduced in 
2005's Medai of Honor: European Assault for 
PS2). "The PS3 lets us do many things we 
couldn't before, starting with [being able to 
create] more realistic locations. Instead 
of fighting in levels, you are now fighting in 
real places, real locations," says Gilmore. 
"Europeans Assault's open-level design was 
one of the best-received features of that game, 
and because of it, our understanding of the 
benefits of open and realistic level design is 
more refined. In [Airborne], we plan to take it 
a step further." 

Typical of the MOH series. Airborne's action 
starts in dramatic fashion, this time in the 
sky. You play as Pfc. Boyd Travers of the 82nd 
Airborne Division, and your first view is from 
a plane as you look down at the European 
landscape from about 1,000 feet, waiting to 
paratroop behind enemy lines. After hearing 
the order to jump, you do so, and then you 
must control your parachute to guide yourself 
down to the designated jump target. Once you 
make it to the ground, your mission begins. 
The point at which you land will affect the 
story. (Sicily and Germany are among the 
campaigns you'll tackle in Airborne.) "The 
significance of your own tactical decisions 
takes center stage and becomes immediately 
obvious once you play a real drop zone," says 
Gilmore. "The easy confidence of constantly 
running in the direction of live bodies, pres¬ 
ent in the past game and within the WWII FPS 
genre, quickly disappears." 

The PS3's power naturally means that strik¬ 
ingly realistic characters populate the game, 
but to Gilmore and the MOH team, more real¬ 
ism presents a new set of challenges, "You'll 
see much higher emotional fidelity in the 
characters. They have become so lifelike that 
the emotional performance will need to be 
balanced so that the tone of that performance 
has an appropriate level of violence," says 
Gilmore. "We are finding it possible to deliver 
world-driven Al. The Germans and Allies in 
the game respond to their environments, not 
just to the design abstractions of path nodes 
and cover points." I 














■ PLB. Midway oeu Midway Chicago eeleqse Fall 

STEfiNGLEHDLD 

TEQUILPi SHOT ^ 


Before making guilty pleasures {Face/Off, Paycheck) and plain crap 
{Hard Target, Mission: Impossible II), John Woo made some pretty 
impressive action movies. Two of the best are The Killer {where Chow 
Yun-Fat plays a remorseful, yet badass, assassin) and Hard Boiled 
(where Chow Yun-Fat plays an unremorseful, yet still badass, cop). This 
is significant because while many games are adaptations of movies, a 
scant few (we can think of only Tron 2.0 for PC/Xbox and the upcoming 
Scarface) are actual sequels to established movies. Stranglehold is not 
only one of Midway's initial offerings for the PS3 (in addition to Unreal 
Tournament 2007), it's also a bona fide sequel to Hard Boiled. 

Go ahead, snag a copy of Hard So;7ec#—we'll wait. Recall that crazy 
gunfight at the end when Chow Yun-Fat takes out a bunch of bad 
dudes in a hospital with an infant in his arms? Now imagine that sort 
of gunplay and editing, but done on the PS3 and controlled by you. 
That's Midway's aim with Stranglehold. 

The two principals of Hard Boiled, John Woo and Chow Yun-Fat, 
are both involved with Stranglehold. Chow Yun-Fat reprises his role 
as badass supercop Inspector "Tequila" Yuen and lends both his like¬ 
ness (carved in scary PS3 polygonal power form) and his voice. Woo's 
involvement comes in the form of cut-scene direction and overall 


TEQUILfi SHOULD BE ABLE TD DD 
□2A2V STUINJTS LIKE 12UN UP lAJALLS. 


story—which means that no matter how the game turns out, at least 
we know that the cut-scenes won't be boring instances of characters 
nodding their heads at each other while talking. 

Besides the Hollywood treatment, the core game will be a third- 
person action title, replete with guns, bullet time (er, called "Tequila 
time" here), and even vehicles. In true John Woo fashion. Tequila 
should be able to do crazy stunts like run up walls, perform back flips 
off chandeliers, or (via Tequila time) aim and shoot while driving. 

Additionally, thanks to the power of the PS3, not only do the gun- 
fights look slick, but the environments are also, in theory, completely 
destructible. A key point the development team (which, interestingly 
enough, is the same team behind that fine mental action-shooter, Psi- 
Ops) emphasized is destroying the enemy's cover. Imagine the environ¬ 
mental chaos of games like Black or Red Faction, but powered by the 
PS3, and you have a good idea of what the team is aiming for. 

Stranglehold plans to use whatever mythical online abilities the PS3 
has, as it will have an online multiplayer mode. Everything in single 
player—the environment battering and crazy gunplay acrobatics—is 
supposed to make the transition to the online play. Of course, this is all 
dependent on Sony's yet-to-be-revealed online strategy, but it's nice to 
know that the team is hoping to let you wield dual pistols while flipping 
off walls, all within the wonderful world of Internet gaming. I 
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It's surprising that the PSP hasn't already been 
bombarded with fighting games, but the gates have 
opened and many are now making their way over, 
including Tekken. Thankfully, Namco recognized 
that people don't want mere ports of PlayStation 
2 games on the PSP, so the PSP version of Tekken, 
called Dark Resurrection, isn't just a port of Tek¬ 
ken 5. It has two completely brand-new characters 
named Lili and Dragunov, as well as a huge cast of 
returning characters from previous Tekken games, 
such as old favorites Heihachl and Jin Kazama. 

Dark Resurrection also has 19 stages with some 
interactive objects that you can smash should you be 
fortunate enough to pummel your enemy's face into 
the dirt near such an item. Additionally, some of the 
customization features from Tekken 5 are included, 
so you can add different items to your character and 
then take them online in ad hoc mode to show your 
opponents. There are twice as many items in Dark 
Resurrection as there are in Tekken 5, but they cost 
money that you earn by playing through the main 
portions of the game. The only other new feature 
is the addition of minigames—because you can't 
release a PSP game without minigames; they scream 
"portable fun I" At any rate, the game is looking 
good and Tekken fans will finally have a portable fix 
beyond the lackluster GBA version of the series. I 
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PUB. Konami oeuKonami eeleose Spring 


THE SILENT HILL EHPEI2IENEE 

FROM GAMES TO BEYOND 

V 

Imagine having not only an all-new, high-quality, superbly drawn digi¬ 
tal interactive comic, but also a collection of content that spans all four 
Silent Hill games, clips of interviews with the director and composer of 
the upcoming Silent Hill feature film, as well as other extras related to 
what has been called the scariest series of all time. That is The Silent 
Hill Experience, and it is yet another promising Konami experiment in 
the medium. The story is written by Scott Ciencin, whom fans already 
know for his other Silent Hill comics; the art, which has an edgy, 
sketchy style, is by Steve Perkins and Alex Shibao. 

As in the Metal Gear comic, hand-drawn, still images are deftly 
manipulated to create motion and depth. Pieces of art are layered 
over each other to create a 3D effect, sometimes elements are 
pushed around to evoke motion, and sound effects add a critical 
component. Stylistically, alternating uses of close-ups and panoramic 
panels create drama. The total effect of what we've seen so far is 
dynamic and visually arresting—not to mention exquisitely creepy— 
and it seems pretty much just like what you'd expect an animated 
Silent Hill comic to be. More like this, pleasel I 



















THE PLAYSTATION UNDERGROUND: 
ARE YOU MISSING SOMETHING? 

No mattei what you’re into, the PlayStation® Undergrouncl’“ is where you’ll hear about it fiioi—nom 
the latest tips, and tricks to the hottest releases on the horizon. But if you haven’t provided us with a 
complete member profile, you’re missing out on: 

• SPECIAL SAVINGS iff gamer.''. including game coupons and offers for other 

cool PlayStation® premiums • 

• INSIDER INFO from PlayStation, includir.n 3 monthly email newsletter and special 
surprises via email and reguiai' mail 

• SERIOUS ACCESS > the gaming scene- with tips, tricks and forums to help you take • 

yjur playing to the next level . 

• ADVANCE NOTICE or up.comino IjhIh tnxis nnol promotions, or when your favorite ■ 
ranchise is launching a new title, and mui . 

Visit our one-stop MY ACCOUNT section at 
www.us.PlayStation.com/myaccount and access these useful features: 

• PROFILE: Update your current contact information, personal details, and more 

• PREFERENCES: ell us what you’re into so we can customize your communications 

• REGISTRATION: i us know which PlayStation products and peripherals you own 

• MY GAMES: aage your library of PlayStation titles in the MY GAMES section 


GO EVEN DEEPER: THE GAMER ADVISORY PANEL. 

With a complete member profile, you’ll increase your chances of being asked to join the elite 
Gamer Advisory Panel. G.A.P. members get: 

• Invitations to participate in beta tests 

• Q&A sessions with game developers from Insomniac, Naughty Dog, Zipper and others 

• The chance to attend (the Electronic Entertainment Expo) in Los Angeles 

• Invites to special press conferences, and other exclusive events 

• Advance purchase tickets for concerts and sporting events 

• The opportunity to work in the PlayStation booth at hot happenings across the country 
(Dew® Action Sports Tour, Vans Warped Tour,™ Ozzfest and many more) 


MAXIMIZE YOUR MEMBERSHIP AND 

COMPLETE YOUR ONLINE PR 

PLAYSTATION UNDERGROUND 
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A scene from the first chapter of the game, in which 
the main character, Kazuma Kiryu, is collecting some 
money. The president of the Peace Rnance Corpora¬ 
tion is saying something like, "So honored to meet 
you!" Kazuma replies, "Cut the bulls*** and hand 
over the money." Kazuma's curt manner earns him a 
fight sequence. 
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Another shot in the same bar where Kazuma and 
i Nishkiyama hang out, The girl in the middle is Yumi, 

I a childhood best friend of both Kazuma and Nish- 

^ kiyama. This is Yakuza's version of a "best friends 



Kazuma and Nishkiyama hang out and enjoy (crime) 
life at the hostess bar. Hostess bars are places in 
Tokyo where guys hang out and drink with pretty 
girls, who are hired by the bar. 



A quick example of Yakuza’s combat system. The 
development team at Amusement Vision built the 
combat engine from the ground up, and it's loosely 
modeled on the Virtua Fighter engine. Note the fact 
that Kazuma is wielding a beer bottle in this fight. 



Kazuma demonstrating a finishing move, which is, as 
you might have guessed, an ubermove that usually 
ends a fight. 



Here's a tight sequence in which Kazuma uses some 
scaffolding to fend off some other bad dudes (dem¬ 
onstrating how the environment can be used during 
combat). The top yellow bar is Kazuma's health, the 
middle bar is a sort of experience meter (you can 
upgrade skills when that bar is full), and the bottom 
light-blue bar is your "heat gauge",... 
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Some of us are givers. 
Some of us are takers. 


Filefront.com serves both. 



Unlimited uploads, unlimited downloads, unlimited bandwidth. 

The latest PC gaming patches, drivers, demos, tools, and videos. ..free. 



CAN'T GIT ENOUGH OF JEFF GREEN? 
CHECK OUT HiS COLUMN 

What's New in PC Gaming 
Only on fiiefront.com 


www.filefront.com 
Check it out! 
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While Hideo Kojima and many other designers are trying to make 
games that either emulate or even elevate themselves over what Holly¬ 
wood produces, they're also starting to adopt one of Tinseltown's more 
annoying attributes: the double dip. Just as new versions of cult films 
like Evil Dead seem to pop up every year or how a crazy 72-disc ultra 
boxed set follows a single-disc DVD just four months later, so have 
games started to be rereleased with extras. Fortunately, games like 
Devil May Cry 3: Special Edition and Ninja Gaiden Black (on Xbox) offer 
some pretty good improvements to the original release, but they pale 
compared to what Kojima and his team have done with Metal Gear 
Solid 3: Subsistence. 

The biggest change is the addition of a new. Splinter Ce//-style 3D 
camera that is movable via the right analog stick. Snake Eater is an 
awesome game despite the fact that the MGS series' traditional bird's- 
eye view often limits visibility, necessitating the player to switch to the 
first-person view just to spot enemies. With Subsistence's new, closer- 
to-the-ground camera, the game instantly looks and plays a lot better. 
Environments actually seem more impressive and lush, and scouting 
an area becomes much easier. In fact, this change has made several 
boss battles significantly less difficult. Previously, the challenge of 
tranquilizing (not killing) each boss proved quite difficult, but now it's 
easier to see where they are and tranq them. The best example is the 
fight against The End—a tense sniper battle spanning multiple maps 
that took me over 40 minutes to complete in Snake Eater. Now, with 
the new camera, I can easily scan the horizon to see where The End is 
hiding and then aim and shoot; the fight takes at most 20 minutes to 
finish. Also, an incredible chase sequence near the end of Snake Eater 


that uses a fixed camera looks kind of odd in Subsistence because you 
can move the camera to show angles that were previously unseen. 

Despite the boss battles and this chase, the camera doesn't make the 
game exploitatively easy (a la the changes made to the original MGS 
in MGS: The Twin Snakes for the GameCube). After all, if you feel the 
game is too easy, there's always European Extreme mode. 

□NLINE GANGES FGDM SOLID MULTI- 
PLAVEG PAGE TG A TOTAL BLAST. 

Besides the new camera and some quirky new camouflage, the 
core Snake Eater game is still the same. That's disc one. On disc two, 
you have extras, such as some very funny parody movies, duel mode 
(in which you can play individual boss battles, some with special 
rules), and ports of the first two Metal Gear games. Playing these 
games is quite amusing, as you'll notice that Metal Gear's basic 
gameplay principles haven't changed too much during the span of the 
series, from its days on the MSX gaming system to the recent PS2 
installments. But the most significant addition that disc two brings is 
the online multiplayer. 


The finally realized Metal Gear Online (as Kojima calls it) ranges from 
solid multiplayer fare to a total blast. The three teamplay modes— 
team deathmatch. Capture the Kerotan (frog), and Rescue the Ga-ko 
(duck)—resemble the teamplay options of other games. The maps 
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are decently designed, with some best suited for eight-player (which 
is the limit) fragfests and others better suited for matches with fewer 

What elevates the online component from entertaining to awesome 
is the rescue mission mode. Think of it as a variant on Splinter Cell's 
spies-versus-mercs mode—except it has up to seven soldiers facing off 
against one badass (Snake). Playing as the soldiers requires clear com¬ 
munication and decent teamwork. Playing as Snake requires knowing 
howto use your gear (such as regular camouflage and a battery-pow¬ 
ered cloaking device) and your skills (close-quarters combat) to maxi¬ 
mum advantage. A bad Snake player can be caught pretty easily, but a 
good one can do slick things like stun multiple soldiers via CQC, drop 
magazines to delay pursuers, or simply disappear and lie in wait for 
someone to take out. Whoever "kills" Snake will get to play as him in 
the next round, so make sure your host sets the rules to allow for more 
than two or three rounds in rescue mission mode. 

One thing that needs to be mentioned is that the online play is very 
MGS-centric, meaning those who know MGS will have an easier time 
than those who don't. To elaborate, the MGS franchise is one of the 
few that can get away with keeping the Circle button as "Yes" and the 
X button as "No" for menus and the like (this is often one of the earli¬ 
est changes in localizing a game from Japan to the United States); it's 
also a franchise in which you fire your weapon with the Square button. 
So if you've played a lot of other action games that use the triggers 
for firing weapons, the whole "Square button, not R1" thing can take 
a while to get used to (and you can't change this). You also cannot 
move and shoot at the same time in first-person view. If you've been 


playing single-player MGS, this isn't a difficult transition. But no mat¬ 
ter whether you know the MGS controls or not, the fact that the Select 
button is used for voice chat is actually quite annoying—you basically 
can't move and talk at the same time this way. 

If you've already played and finished Snake Eater the first time it 
came out, there is, honestly, enough extra stuff to warrant the double 
dip. The whole package (meaning the three-disc version, of which 
disc three is a three-and-a-half-hour MGS3 movie composed of the 
game's cut-scenes reedited into one continuous story, plus the bonus 
disc detailed in the "Snake Saga" sidebar above) has enough content 
to justify snagging it. Now, if you've finished Snake Eater a couple 
of times, don't have your PS2 hooked up to the wild and wonderful 
Internet, and are tight on money, that might be worth reconsidering. 
Otherwise, though. Subsistence has succeeded in making a great 
game even better. I Thierry Nguyen ^ 



UEEDICT The gold standard for future potential double dips. 
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FIFA STREET 2 

A SPORT YOU DON'T CARE ABOUT, 
URBANIZED. AGAIN 
I RJB. EA Sports OBJ. EA Canada esbb E msbp $49.99 

It's worth recapping for a second and 
acknowledging the problems with the 
originai FIFA Street. Although very success¬ 
ful and a noble attempt at broadening the 
appeal of soccer games around the world, 
it was, at best, boring. The gameplay iacked 
depth, and it wasn't reaiiy much fun. it was 
fine for a quick five-minute kickabout, but 
beyond that, it was just duil. 

Enter the sequei, aiong with iots of EA 
bluster about "arcade action biended with 
the passion and flair of reai street soccer." 

It's essentially the same as the original, 
though, only now it comes with more beiis 
and whistles to keep you occupied when 
you're not scratching around looking for 
some substance on the pitch. Build a charac¬ 
ter with the now-famiiiar EA doohickey, piay 
a iittle dress-up with iicensed duds, and then 
work your way through a reasonabiy weli- 
paced career mode that's absolutely soaked 
in contrived urban 'tude. Additionaliy, there's 
now a pitch creator, which uses simiiar mor¬ 
phing technoiogy to the character gizmo, 
and a reasonabie amount of enjoyment can 
be had building the skankiest, dirtiest-iook- 
ing urban soccer hole imaginable. 

However, the real meat of the game 
still suffers from the same issues as the 
original. Although there are plenty of tricks 
and right-stick shenanigans to be had, the 
whoie soccer-that-feeis-a-bit-like-basketbaii 
thing just doesn't feei right. It's substantially 
more enjoyable when playing against a 
friend (as ail soccer games are), but the 
pitches feel too small, and the action is just 
too fast. Adjusting to the notion of soccer 
being a fast-paced, end-to-end game is 
hard, and frankiy, it doesn't work any better 
this time than it did the iast. On-pitch game- 
play is supplemented with tricks chaiienges 
to keep things varied (a lot like the juggle 
challenge in FIFA 06 on PSP), but at the end 
of the day, despite all of the effort clearly 
put in to make it otherwise, FIFA Street is 
still boring. I John Davison 


TORINO 2006 

HOPE YOU LIKE SKIING 

I RJB. 2K Games oeu. 49Games 


Ah, the Olympic Games, where the world's 
best athletes gather to represent their coun¬ 
tries in the spirit of friendly competition. A 
competition—according to this game—in 
which you do almost nothing but ski. 

Torino 2006 technically features 15 dif¬ 
ferent Olympic events. But you can actually 
boil them down to five categories: downhill 
skiing, cross-country skiing, ski jumping, 
speed skating, and bobsled/luge. So you've 
got 10 different skiing events and a handful 
of other stuff. It's worth noting at this point 
that developer 49Games is known for its 
skiing titles. 

What's here is quite good, honestly. Each 
event controls a bit differently, and the stra¬ 
tegic, timing-based scheme for cross-country 
skiing and speed skating, in particular, really 
requires a bit of skill. These events balance 
out the more simple sports, like luge and 
bobsled, where getting a good start and 
keeping off the walls are really all that's 
required to get a medal. 

Oh, Torino also loses points for not 
including the most interesting events in the 
sports that are here—short-track speed skat¬ 
ing and skeleton (where fools hurtle down 
the luge course headfirst). 

The whole thing is so watered down. 

Even the multiplayer mode won't hold your 
interest for long, since there's no real event 
variety. And you don't get any of the pag¬ 
eantry to go along with the greatest sports 
spectacle in the world. I'm not saying I want 
parades or an Olympic Village drinking 
minigame, but at least getting to hear my 
national anthem when I win a gold medal 
would be a start. 

It would have been great to take an entire 
team to the Olympics and partake in every 
event from start to finish. Unfortunately, 
that's just not possible with Torino 2006. 
There's a Jamaican bobsled team joke in 
here somewhere, but I'm too disappointed 
to figure it out. | Greg Sewart 




MLB 06: THE SHOW 

BEST OF THE ALSO-RANS 

I RJB 989 Studios Of 
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FIGHT NIGHT 
EGUND 


MMLRfl'rullLLON DDLLOB BfiBV 


i With this, its third iteration, the consistently 
f excellent Fight Night series comes face-to-face 
with challenges every sports franchise grapples 
, with: How do you keep a game fresh when 
you're essentially offering the same product? 

And can you avoid making serious design mis- 
, steps in the process? 

For the most part. Fight Night Round 3 acquits 
itself well. The basic game—which was great 
I to begin with—is still there, delivering gripping 
( fights jam-packed with bone-jarring hits and sud¬ 
den turns of fortune. The excellent total punch 
; control system is back, with the addition of two 
new and completely inconsequential super- 
punches. The training minigames are back, too, 
but thankfully, they take place in an actual gym 
and not last year's Moonraker cocktaW lounge. 

So, what's new and notable? You could point 
to the Rivals mode that lets you relive great box¬ 
ing rivalries, but the really key things are more 
subtle. Most important, the Al has been signifi¬ 
cantly improved, making each fight much more 
of a contest and, consequently, much more likely 
to go the distance than those in the knockout 
I simulator that is Round 2. Round 3's custom¬ 
izing options are also much improved over last 

1 year's, letting you choose (and unlock) a variety 
of stances, defensive styles, punching specialties, 
and more. As a result, fights are much richer, 
tactical experiences. 


Rourrcf 3 sounds like a no-brainer pickup for 
Fight Night tans, but it's not. You need to use 
your brain because some of the choices EA 
has made detract significantly from the experi¬ 
ence. The rankings sheet is Completely gone, 
thus robbing you of the sawaction of work¬ 
ing your way up to a title *iot; instead, you 
have a vague feeling of progress tempered 
with confusion. Not so rewarding. Worse, 
not only does a potentially lethal injection of 
commercialism subject you to literal in-game 
commercials, but most of the trophies are 
corporate sponsored, meaning you can win 
the pointless Burger King trophy but not one 
for being Knockout King or Fighter of the Year. 
That just sucks. 

In the end, the good outweighs the bad, 
but next year's model really needs two things: 
zero sponsors and the horsepower of the PS3 
so that it can match or beat this year's supe¬ 
rior Xbox 360 game. I Robert Coffey 


kJEEDICT Just better enough than last 
year's game to warrant a purchase. Just. 
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Putting Sonic the Hedgehog into a racing 
game aiways makes sense on paper but 
never seems to work. Sonic Riders, in which 
the spiky blue thing and his posse jump onto 
hoverboards and shred gnarly courses, does 

Different characters can make special use 
of different track features. "Speed" charac¬ 
ters like Sonic can ride rails. "Power" char¬ 
acters like Knuckles can bash through bar¬ 
riers. "Fly" characters like Tails can launch 
themselves into aerial sets of rings that let 
them bypass tricky sections of track. 

Again: sounds good on paper. But Sonic 
Riders fails for a variety of reasons. You 
never really feel like you're controlling the 
racers, but rather just making suggestions 
that they follow or ignore at their leisure. 

And the single-player game is extraordinarily 
difficult from the onset. The main game fea¬ 
tures only six racetracks, and you'll spend lit¬ 
erally hours playing the same race over and 
over as you get mauled by the computer. 

You can follow along in an enemy's 
wake, or "turbulence," and do a few basic 
snowboard-style tricks to boost your speed. 
But let's say you're heading into a hairpin 
turn that you have to take perfectly or else 
you'll fall off the track and go immediately, 
irreversibly into last place...and then another 
racer leaves a turbulence trail. Now you're 
sucked into his wake, which conveniently 
disappears halfway through the turn with no 
way for you to stop. 

If you do complete the story mode, you'll 
unlock alternate versions of the stages, more 
racers like Cream the Rabbit, and a minichal¬ 
lenge-filled mission mode similar to Crazy 
Taxi's Crazy Box but harder and not fun. The 
multiplayer modes range from boring to 
unplayably bad—my friend and I eventually 
just gave up on the battle mode when we 
weren't able to hit each other. I don't even 
think he's my friend anymore. | Chris Kohler 



PEOS It's not Shadow the Hedgehog 


CDMS Shoddy controls, excruciating dif¬ 
ficulty, a focus on memorization over skill, 

"turbulence" effect hurts more than it helps 



Imagine if Panzer Dragoon and Dynasty 
Warriors had a child, but it was a little on 
the slow side. That'll give you an idea of 
what the Drakengard series is all about. One 
minute, you're flying above the clouds, strug¬ 
gling with the controls as you attempt to take 
down griffons and Zeppelins, and the next, 
you're mindlessly whacking away at the X 
button for minutes on end as you mow down 
fields of soldiers. And some missions com¬ 
bine the two—during a ground fight, you'll 
occasionally be able to hop onto your dragon 
and rain down death from above. 

You're not just running around slashing 
up hordes of identical enemies, though. 

Quite often, you'll find yourself in mortal 
battle against a particularly strong creature 
or two that need to be handled with more 
strategy—parrying, blocking, sidestepping. 
Unfortunately, the camera system that works 
fine for mindless hacking and slashing is 
garbage for close-in combat. 

In fact, it's quite easy to get cornered by a 
couple powerful enemies during a midboss 
battle and die almost instantly, which makes 
the lack of midmission checkpoints a real 
pain. Some missions are brief, but some 
can last for quite a while. At least you get to 
keep all your experience points when you 
continue, so it's never a total loss. 

And it certainly doesn't help matters 
that Drakengard 2 is an ugly, ugly game. 

The aerial battle sequences all look identi¬ 
cal-generic, featureless landscapes against 
an empty sky. On the ground, things aren't 
much prettier—barren towns, blocky brown 
mountains. 

Drakengard 2's concept is still unique 
and clever; that can't be denied. And the 
story, while hackneyed, is translated well. 

It will find its share of cult fans, but even 
they will have to cop to its laundry list of 
failings. I Chris Kohler 


Based on Genki's 
Japanese Shutokou 
Batt/e series. Drift Is 
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Drakengard 2 
oper Cavia-wiH join 
forces with Mironobu 
SakagucMs company 
Mistwaiker to create 
8*1 attion-RPG for Xhox 



S Unique concept, you get to keep XP 
when you die 

COMS Graphics are ugly, flying sucks, cam- 
. era sucks, gameplay is boring 


_ battle off the 

fokyo highways and into the hills for the 
latest slip-slidin' automotive adventure in 
the series. Too bad all the same issues still 
plague this sequel. 

Drift has a two-tiered approach. Run 
sanctioned events during the day in order to 
build your reputation and earn cash that can i 
be spent on upgrades for dozens of licensed 
cars. Upgrade the engine, the suspension, 

' or just the look of your ride with body kits. 

At night, it's time to enter the underworld ' 
and make your name as an illegal street 
racer on the winding mountain passes. Taste 
victory in head-to-head hill climb and down¬ 
hill events as you wrestle your way around 
the sharp curves and steep inclines, 
i The title "Drift" is appropriate, but mostly 
for the wrong reasons. The cars in Tokyo 
! Xtreme don't so much break traction during 
: a slide, since they never really feel like they 
i have any traction at all. Even going down 
the straights, the cars feel floaty and tend to 
weave as you struggle to get them pointed 
i in one direction. It's the same problem that 
every other Tokyo Xtreme game has suf- 
! fered from, but exacerbated by the super¬ 
sharp turns and narrow roads found in Drift. 
At least on the other games' wide highways 
you had room to correct yourself and slide 
out a bit in the turns. Here, when you've 
only got one lane between you and a guard- 
i rail, the experience is that much worse. 

Tokyo Xtreme aficionados will probably 
, cry foul on this. If you already have a han¬ 
dle on TXR's, er, handling, then maybe Drift 
will be pretty playable. Considering how far 
racing-game physics have come, though, 
it's sad that the Tokyo Xtreme games still 
make you feel like you're driving on a sheet 



PEdS Narrow, winding roads take TXR's 
already bad handling and make it feel that 
, much worse. 
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ZM; THE GOME 


L On television, where the usual FCC standards 
f apply, Jack Bauer is probably the most badass 
: character of all time, but in the wider pond of 
r videogames, he's got a lot of competition. Once 
you've seen Soiid Snake singie-handediy take 
L down a Hind-D attack chopper, what's left for 
t Bauer to do? 

I Hint: Jack doesn't get a missile launcher. 

24: The Game is a generally successful badass 
simulator in which deveioper Studio Cambridge 
astonishingly managed to replicate the intense 
feeling of the show while not watering down 
•' Bauer's character. You will storm a terrorist base, 

■ S escape, and then go back in again to rescue a 
I j friend before everything blows up; you'll do it 
I j without even a bulletproof vest for protection; 

I; and you'll do it NOW because millions of inno- 
I! cent lives are at stake. It's fantastic. 

I j The gunplay is the main attraction here, and 
; the developers were smart enough to give play- 
: ers the benefit of the doubt. If the aiming controls 
were off (usually the chief bugbear in third-per¬ 
son action games; see Dead to Rights and Grand 
Theft Auto for more), Bauer would feel a lot less 
cool than the player knows he is after seeing him 
unhesitatingly kill every terrorist in a room before 
one can even unholster his weapon. But it's dead 
on, allowing you to instantly switch back and 

I forth between targets from a cover position. 

Not quite as dead on are the driving 


sequences, which would have benefited 
from some kind of BurnouMike retaliation 
option. Instead, you're forced to take the 
buffeting you get from enemy vehicles en 
route to your next destination while trying 
not to crash. The game handles the CTU 
analysis segments—a collection of tense 
minigames—better. If the action lets you feel 
just like Jack, the analysis stuff lets you feel 
just like Chloe (for better or worse). 

The game's story, written by the show's 
writers, is also top-notch, with the requisite 
last-second plot twists. All the major charac¬ 
ters are represented, and if they don't look 
entirely natural, it's at least the best the 
PS2 could have done. Play this game, or the 
terrorists win. | Nich Maragos 



President Palmer isn't in 
the game much. While 
that does mean a dearth 
: of Dennis Haysbeifs 
; awesome portrayal of 
i the fictional president, 

{ on the bright side, it also 
: means Sherry Palmer is 
i completely absent from 
24: The Game, which 
; almost earned it another 
; half-point 
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25 to Life is a towering achievement in 
incompetence the iikes of which we may 
never see again. This run-and-gun shooter 
plays as if it were designed by a team of fur- 
tiveiy posturing 13-year-old suburban white 
boys. As a result, everything is overpiayed 
into caricature—^the swearing, the music, the 
'tude, the proionged death sequences, and 
more. Not overdone: the art direction, which 
is so rudimentary that it seems cribbed from 
the back pages of one of those boys' sociai 
studies notebooks (i guess it was either this 
or a game pitting dragons against WWii 
fighter pianes). You couid shake a box of 
rocks and do a better job approximating the 
human form in motion than 25 to Life does 
(though, I confess, the choice to suddeniy 
put one character's head on backward for an 
entire ievei is perversely inspired). 

Could 25 to Life do more things wrong? 
Short of infecting you with cold sores, no. 

The graphics, interface, and targeting reticule 
conspire to make the action unplayable, abet¬ 
ted in part by a damage model that somehow 
equates "bare-chested bad guy" with "bul¬ 
letproof bastard." Forget about the alleged 
opportunity to choose to play as a gangster 
or a cop; in reality, you march through a 
crappy story as three different characters: 
Freeze, the antihero of the game who's try¬ 
ing to quit the gang; Detective Lester Wil¬ 
liams, a cop who attended the same police 
academy as Steve Guttenberg; and a vicious 
gang leader with the thrillingly lethal name 
of Shaun (just like Shaun Cassidy, singer of 
"Da Doo Ron Ron" and Matlock guest star). 
My only hope of pleasure in this game was 
some sort of kVarr/ors-inspired gang theme 
for Freeze and Shaun's 22nd Street D-Boys. 
But instead of a tribe of chest-implant-sport- 
ing trannies, I found myself gunning down 
hordes of bandana-wearing clones. 

When the game ends after four or five 
hours, you could play multiplayer. Of course, 
you could hand-clean a turnpike rest room, 
too. They're a pretty even match in terms of 
enjoyability and effort. | Robert Coffey 


UEiaDICT Insert "cruel and unusual punish¬ 
ment" or similar prison-term jokesterism 
here. Bonus points for working in the words 
, "salad" and "toss." 


Konami's DJ game pretty much boils down 
to this: You will either love it or hate it 
depending on your taste in music. If you're 
expecting some rock, which you shouldn't 
be considering what the peripheral looks 
like, then you're going to be sorely disap¬ 
pointed. Most of Beatmania'a soundtrack is 
composed of dance music along the lines of 
trance and techno, with a few classic tracks 
thrown in. Even if you're a fan of those 
particular genres, you may find some of the 
selections a little lacking, either because they 
are just bad songs to begin with or they're 


KNDIAI VDUE 
EDDTS 


not very well known. 

You'll go through the soundtrack in the 
main part of the game pretty fast. Beatmania 
tries to dilute this problem by offering a 
couple of different modes, including a two- 
player battle mode as well as a mode that 
lets you use two tables at once. It has doz¬ 
ens of options that let you change the rules 
of a particular song. This will keep you play¬ 
ing a little longer for sure, but (again) how 
long depends on your taste in music. 

In any case, playing Beatmania takes a 
little more skill than your typical rhythm 
game, but perhaps not so much more than 
something like Guitar Hero. The Beatmania 
peripheral—a mini DJ table—has seven 
keys, plus a disc for scratching at various 
points during a song. The regular mode uses 
just five of the keys, while Beatmania IIDX 
uses all seven. Interestingly, the seven-key 
mode actually seems a bit easier than the 
five-key mode at times, simply because the 
added keys seem to be more of a natural fit 
with each song, whereas the five-key mode 
seems to skip a few beats, making it a little 
harder to really get in rhythm. 

People who like rhythm games will 
undoubtedly like the challenge offered by 
Beatmania'a harder difficulty settings and 
the cool peripheral. But Beatmania doesn't 
really offer the same visceral thrill as some¬ 
thing like Guitar Hero or even any of the 
DDR games.l Giancarlo Varanini 

PEQS Cool peripheral, offers a great chal¬ 
lenge in the hardest difficulty settings 
CDNS Soundtrack is lacking, most modes 
, are relatively easy 



appealing 

about Final Fight: Streetwise, and it isn't the 
gameplay or graphics. It's/nostly the little 
nods to the original Final Fight and other 
Capcom properties (such as Street Fighter II) 
that will put a grin on your face as you play 
through what largely amounts to an average 



PEOS Good voice acting, somewhat enter¬ 
taining story and fighting mechanics, nods to 
the original Final Fight 
□□NS Terrible graphics, feels tedious at 
times, cheap Al, not too different from most 
other recent beat-em-ups 
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MfiGD ECKD'S GETTING UPj 

CDMIENTS UNDEE PEEESUE^ ‘ 



jfjarental watchdog gfW 
• can rest easy: Marc Ec^ 
ts Under Pressure problB 
g anyone to the graf-wt 
iws is...well, you c. 

Is going. 

it isn't fun. It's dl 
at involve acrobatically nal 
^ay around tricky environment 
rs and police through har 
t, and writing graffiti, and the 
of these things well. Combat at 
id arbitrary, but once you gH 
id timing of it, the hits feel sr 

let-brawling gam® 

W is pretty good, too; if you're 
L enemies will gang up on you rather ■ 

1 better than the combat are t 
gular exploration part of the game, 1 
are intelligent and intuitive. The Collect!^ 
d hard to make sure players ni 
he controls to get where they're going; n 
ly is figuring out your route. 
i this is where the game starts to falter, 
ain character Trane's "intuition" power is 
3 spotty camera frequently fails 
3 show just where those bright glowing mark- 
i he's supposed to head to are—^this can be 
f especially disastrous in timed levels like a train- 
3 sequence. The actual tagging controls 


e pretty oofcl, but here again, the camera 
sometimes®ts itself up at angles where it 
hard to seeBhich parts of your piece still 

Ultimately,|Getting Up's most serious prob¬ 
lem is that itl so damn serious. There's 


dark slums Mgrousing public transit workers 


clean. Even when 

Igue like "Art is a crimel" it 

ve begged the ques- 
qualifies as such. 
Getting Up truly 


to 


just trying 
the fascist 
spouting I 
feels like £( 

If art is self-e>_ 
expresses theMbf writers' soul, they may 
have tnadvertenA made the best 
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□NIMUSHft-Dfi^N DF DEEfiMS 


LDUftBLE NElAi DEMONS 


Dawn of Dreams is the first Onimusha game that I've 
been able to play for more than a few minutes. The 
character-locked control scheme is what always killed the 
series for me—I didn't like it in Resident Evil 10 years ago 
and I hate it now. But it's a new era and a new Onimusha, 
and the natural, cameracentric controls help make Dawn 
of Dreams an enjoyable reinvention. 

The concept hasn't changed that much: Slash your 
way through feudal Japan, slaying endless waves of 
demons and collecting their souls as you watch beauti¬ 
ful, cinematic scenes. The presentation is exquisite; 
though many cut-scenes are rendered in real time, they 
are directed quite well. The English voices are decent, 
but I appreciate the fact that you can flip on the original 
Japanese track. 

Throughout most of the game, you'll play as Soki. 

But you'll also collect four new playable characters 
along the way, each with unique weapons and attack 
styles. At certain times during the adventure you'll head 
out with a partner; pressing L2 will let you change the 
character under your control. The ability to revisit old 
levels, bringing new characters back to get items that 
you couldn't reach the first time through, means you'll 
always have a lot to do. 

New RPG elements have been 
gain strength and new abilities as 


all that killing feels perfect; combat is tight and satisfying, 
especially once you begin to master your MP-consuming 
special moves. Having to constantly move the camera to get 
the best view of the battles is annoying, though. 

If anything really drags DOD down, it's the boss battles. 
Some of them are done right—you need to be smart 
enough to figure out the weak point, then quick enough 
to exploit it. But often, I found myself unable to do more 
than a few points of damage at a time, chugging health 
potions for minutes on end as I chipped at the boss' mas¬ 
sive health bar. 

Luckily, the forgiving continue system lets you start any 
battle over with no penalty. This makes DOD's challenges 
more addictive than frustrating, and it's hard to see any 
action fans being disappointed. I Chris Kohler 


PEQS Control system finally overhauled, beautiful pre¬ 
sentation, solid combat 

COMS Occasional camera issues, boss fights can drag the 
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Ju$t how is It playing witl!tin_ 
Solid Eys goggles? Cool at Mi 
It's neat to watch out-scenes | 
from prevfious MBSUts 3I«1|| 
yes, the videos of girts in bikisf 
messing around with knive*#!'! 
guns, all in 3D. It's also neattSj 
see things like stairs and tail¬ 
ings and security cameras 'pop 
out” in 3D. Just not for a veiy | 
long time, as playing with the ” 
goggles gave ms a nasty he^ 
ache and an unhealthy dosal^ 
eyestrain. But that could just be 
my aging peepers. 
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’ OK, it's time to whine about the PSP's 
i design once again. While the system is 
i perfectly suited to fine racing action—see 
j Ridge Racer or Burnout /.egends—the little 
I analog nub is way too hard to wiggle with 
j any sense of precision, limiting most of us to! 
I steering with the digital pad instead. And in \ 
!-a game like WffC, where traction isn't all that i 
tgreat, this results in tons of weaving as you \ 
i try to straighten out the car and set up for ; 
: the next turn. 

Anyway, it's easy to get past that issue 
ice the control is still pretty much what 
lu'd expect from a rally game and the 
rs feel sufficiently heavy and powerful no 
matter what. No, the bigger problems here 
e lack of collision consistency and the 
overall lack of speed. 

IWC moves at a crawl. You never, ever 
get the sense of speed you should while 
careening over these narrow, uneven dirt 
or jumping over blind crests. While 
it's true that the lack of velocity makes it a 
sier to control something on the PSP's 
relatively tiny screen, it sucks the excitement 
out of the game as well. 

The collision bit is way more irritating, 
le, most of the courses are surrounded 
by these ribbons that you can actually drive 
through, so you get conditioned not to 
/ too much about them during each 
That is, until you encounter an invisible 
wall behind one of them. Nothing is more 
frustrating than to be motoring along only to 
find the game's rules have changed on you 
all of a sudden. 

WRC is still a solid racing game despite 
problems, and it's really your only option 
jf you're dying for a rally fix on your PSP. But 
forewarned that it just can't hold a candle 
to games like Burnout Legends or Ridge 
Racer when it comes to high-speed portable 
thrills. I Greg Sewart 


WRC: FIA WORLD RALLY 
CHAMPIONSHIP 

SPUTTERING TO THE FINISH 
I PUB. Names Bandai deu. Traveller's Tales 



iPUB.Sonv CEA DEuBigbig $39.99 _ 
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When I first heard the concept of Pursuit 
Force, I thought there was no way in hell the 
designers could pull it off. A game in which 
you jump at will between moving cars, bikes, 
and boats while shooting at bad guys—well, it 
just sounded a little too complex to work. So 
it was a nice surprise to learn that this funda¬ 
mental game mechanic works amazingly well. 

Too bad you just know there's a "but" 
coming up, don't you? Well, here it is: The 
mechanic is good, but the rest of the game 
doesn't work nearly as well. Oh, it starts 
off great. You're driving a slick speedster 
down a highway, and as you get near enemy 
vehicles, a little icon pops up; tap Circle and 
you'll leap effortlessly onto the hood or the 
back of the other car, from whence you can 
use your trusty sidearm to dispatch the driver 
(and any passengers) and take control of the 
vehicle. It's very simple and very satisfying, 
and there's enough strategy involved to keep 
things interesting. 

The issues arise in, well, just about every 
other aspect of the game. For example, while 
the cars are great, certain segments require 
you to drive boats or motorcycles, both of 
which handle like complete crap. Even worse 
are the on-foot segments, which offer up a 
nice diversion but are absolutely horrendous 


in the control department. Difficulty imbalance 
hurts the game just as much as the controls: 
Some missions (especially boss battles) took 
me hours upon hours to complete...and then 
I'd beat the very next mission on the first 
try. Some missions have checkpoints, some 
don't—a fact that seems to bear no relation¬ 
ship to the mission's length or difficulty. I'm 
a big fan of variety, but it's present almost 
to a fault here; I kept hoping for more driv- 
ing-jumping-shooting gameplay that never 
materialized. 

So it's a testament to the strength of the 
game's fundamental premise that in spite 
of these major issues. Pursuit Force is still 
a pretty darn good time. It's not a classic by 
any means, but it's certainly a solid addition 
to the PSP's fairly skimpy library of original 
games. | Joe Rybicki 


UEEDICT While pretty seriously flawed and 
diverse almost to a fault. Pursuit Force is 
solidly entertaining at its core. 
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THAT'S A LOT OF STREET FIGHTING 
I PUB. Capcom oej. Capcom 
esebT msbp $39.99 

S the Street Fighter were to ever have 

a swan song—yes, we all know it won't— 
then surely Street fighter Alpha 3 Max on 
the PSP would be it Not only is it just an 
excellent port of an arcade game, but it also 
has one of the best rosters of any fighting 
game to date, along with enough extras to 
keep any sort of fighting fan busy for hours 
on end. And yes, in case you're wondering, 
it is almost too good to be true. Alpha 3's 
only downfall is the PSP itself, or more spe¬ 
cifically, its 0-pad, which doesn't really offer 
the total precision needed to execute moves 
the way that a game like this requires. 

Thafs not to say that jumping or half-cir¬ 
cle motions are totally impossible, because 
they're not. In fact, most middle-tier players 
probably won't even care, but if you’re one 
of those people who wants to really master 
the game, then it'll prove to be endlessly 
frustrating. Even things as simple as jumps 
or three-quarter circle motions hit a snag 
every once in a while just because the 0-pad 
requires a little bit of extra finesse than what 
most people are used to. 

Purists probably won't be able to quite let 
go of that, but for the rest of us, it's still one 
of the best renditions of any Street Fighter 
game. It has enough entertaining modes— 
particularly the two kinds of dramatic battle 
options, one of which lets you tag in and 
out with a second fighter—to choke a don¬ 
key. And although online play is ad hoc 
only, it runs incredibly smoothly, which is 
Ofuciai for a fighting game that requires 
precision liming. There are also three new 
available characters (taken from the GBA 
version of the game), and all of them look 
and play spectacularly. 

If all Street Fighter ports were done with 
this sort of care and effort, people would 
have a much harder lime claiming Capcom 
was trying to milk its fighting games to 
death. I Giahcarle Varartini 


k 
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■ Don't let the "Round 3" title fool you—this 1 

* is essentially last year's Fight Night Round 

i 2 in a handheld form. And you know what? 

> That's just fine. In fact, while it doesn't fix the 
; shortcomings of that game, 1 find it a more 
; exciting, more involving boxing experience , 

, than this year's PS2 game. 

along a career winning fights on points by ! 
relying heavily on incessant Jabs and relent- ) 
less body work. It’s hard to understand how, 
in the year since Round 2 came out, the 
designers have been largely incapable of 
. programming opponents who will, at the 
: very least, just cover up their guts should 
; you slay crouched down and cracking their 
1 ribs and livers. Tactically, this is a weaker 
i game than the PS2 version, 
i That said, the action is as fantastic as 
1 ever, if not better. The colors are deliciousty 
! rich, the controls remarkably effective, the 
! customization as deep as in the console 

■ game, and the fighting brutally satisfying. f 
j Best of all, the trophies you win aren't alt I 
s’ corporate-sponsored crap. Yeah, you can 

i. win a Dodge Caliber trophy, but you can also | 
: win trophies based on actual achievements, 1 
: like knockouts and stellar defense. Another | 
? great feature from Round 2 is the rankings 
! sheet, which not only lets you follow your ! 
; progress toward a title shot, but gives you I 
i the opportunity to control your career path i 
I to some extent as welt. I 

i Round 3 would've been great with I 
I just the career game, but the Rival Chal- | 
) lenges—abbreviated classic bouts where I 

i you attempt to repeat or change boxing | 
I history—provide an outstanding alternative I 
I play mode. Trying to survive badass Joe ! 
I Frazier as a beat-up Ali from the 12th round | 
i on is tough; trying to beat him or knock 
I him out is insane, thanks to a better A1 here \ 
\ than in the career game. I Robert Coffey I 



Poll conducted at the sprawling 0PM offices 

following the completion of Exit 

Q: What were your first Impressions of Exit? 

72% found the easy, mission-based 
design "perfectly suited for the PSP" with 
"a Tefr/s-like quality: starts out simple and 
gradually builds in complexity." 

18% appreciated Exit's "old-school 2D 
scrolling" and that the game serves as 
Taito's "clever remake" of its classic arcade 
puzzler E/evafor Action. 

10% didn't know. 

Q: What is the object of Exit? 



ENTEI2 A fun distraction for the PSP 
EXIT Slow and repetitive, sometimes to 
the point of boredom. Just keep the ses- 


"scni2E 













































With the queen in danger and your homeland 
gather the 108 stars of destiny and defend the cro 
Suikodcn V, the epic adventure where the fate of a 
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WIN A 60 GB 
VIDEO IPODI 


fP^OTHER PRIZES 
INCLUDE 

• COPIES OF THE GAME 
• OFFICIAL 
STRATEGY GUIDE 



MISSION BRIEFING: 

FOR A CHANCE TO WIN, JUST JOIN 
THE FULL SPECTRUM WARRIOR: 
TEN HAMMERS GIVEAWAY CLUB AT 
FULLSPECTRUMWARRIOR.1 UP.COM 
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IB. Konami ue^j. Genki s: 




TO KVa XT BEM E TUI 5F lAIQB! 


The most important thing to know about 
Street Supremacy is that it is a portabie Tokyo 
Xtreme Racer. Despite the name change, the 
game iooks and plays exactly the same as the 
TXR console titles. 

The cool thing about the portable version is 
the RPG-like turf war setup, in which you and 
your team attempt to dominate every area of 
the Tokyo highway system by challenging and 
defeating other teams. Lose your turf and your 
group disbands. In the meantime, you have 
to battle your teammates in order to move 
up the internal ranks and eventually take over 
your team. It's a very cool setup. 

And of course, you can use money won to 
upgrade your collection of licensed rides with 
everything from better engines to funky vinyl 
and carbon hoods. The custom bodies, in 
particular, are important when you have a PSP 

But eventually, you get out onto the high¬ 
way and try to take you first turn. It's at this 
point you realize you might as well be driving 
on ice, because no matter what you do to 
your car, it will never grip the road to the point 
that you have any semblance of real control 
through the turns. Now consider the fact that 
making too much contact with retaining walls 
and other cars Is actually one way to lose each 


race (even if you're leading by a mile), and 
you're in for one frustrating experience. 

The long-running Tokyo Xtreme series Is 
based on a fantastic idea. But you'd think that 
after so many games, developer Genki would 
at least attempt to fix the physics problems 
that have been plaguing its racing games for 
years. TXR buffs will likely be able to deal with 
this stuff, but everyone else is better off avoid¬ 
ing Street Supremacy. | Greg Sewart 



UEEDICT The best ice-racing simulator 
for the PSP. Too bad there's no option for 



ill 

FIGHT! 

Street Supremacy's 
races don't feature a 

"life bar." Like in any 
fighting game, when 
a player's life bar has 
depleted, that player 
loses the race. Your bar 
will go down if you're 
running second or 
you hit another car or 
a wall. 


GOOD LUCK, SOLDIER. 



































8 UNIQUE MULTIPLAYER LEVELS/MODES 

Co-op and Coalition Vs, Opposition Forces 


UTILIZE REAL-WORLD COMBAT TACTICS 

Outthink, Outmaneuver, Outgun Enemies Through 
Over 12 Levels of Intense Combat 


COMING SOON. 






IT TAKES? 


COMMAND A WIDE RANGE OF SQUADS 

JS Light Infantry, US Special Forces, 

\1ulti-National Coalition Forces 


WWW.FULLSPECTRUMWARRIOR.COM 


DO YWQ H AVI WH AT 


PlayStation.E! 
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j No company is guiltier of churning out 

Dynasty Warriors rip-offs than Koei, the 
series' creator. At last count, there were moi 
than 20 versions of DW on at least six differ¬ 
ent platforms, and it should come as a sur¬ 
prise to exactly no one that Koei is working 
on a DlVfor the PS3. But ultimately, there's 
nothing wrong with a company milking its 
bread-and-butter franchise—as long as it 
finds ways to keep things fresh. 

Samurai Warriors: State of War, Koei's 
sophomore effort on the PSP and kin to the 
DWspin-off Samurai Warriors on the PS2, 
offers an excellent example of keeping things 
fresh: It's a made-for-PSP game that sts 
with the DW concept, mixes in a few innova¬ 
tions, and takes off in a nice new direction. 

Alternating between board-game strategy 
and the hack-n-slash action endemic to DW 
games, State of War sets you in the thick of 
feudal Japan, where you're one of 19 war¬ 
lords and ninjas from the Samurai Warriors 
PS2 games. 

The game begins on a chessboardlike 
grid of squares; your goal is to take the 
entire board. When you move into an mmm 
square. State of War propels you into a 
thumb-mashing battle that has you fighting 
dozens of enemies at a time. The combat 
is timed and goes in brief bursts; when 
you're finished fighting, you're back at the 
game board. 

There's a surprising strategic depth to 
State of War. On the game board, you're 
able to enact a bevy of charms that you've 
.won in your victories, charms that can be 
^sed to breach walls, poison enemies, heal 
Wbur soldiers, or burn down enemy forests. 
State of War's action sequences lack any 
real detail, but that's probably to keep the 
framerate high. 

For fans of Dynasty Warriors and 
^Samurai Warriors games. State of War is 
p no-brainer must-have. The game's nicely 
oalanced mix of strategy and action make 
it one of the best overall action-strategy 
games for the PSP. [ Tom Byron 
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Portable RPGs always seem ideal. In our busy 
lives, it's refreshing to take a break from the 
mundane to thwart the obligatory bad guy 
while in transit or pilfer goods while waiting 
tor the bus. Generation of Chaos sure looks 
like it has all the right features, too: cutesy 
anime fighters, a complicated story you pre¬ 
tend to understand, and enough battles to put 
you into a coma. Unfortunately, behind the 
pretty looks lies a vast wasteland of boredom. 

Chaos tries to capitalize on the success¬ 
ful strategy-RPG craze, and at first glance, 
it appears as though fans of Disgaea and 
Phantom Brave may have another reason to 
hole up. But part of the joy of playing those 
games is mastering their intricate combat 
systems. Sadly, Chaos' battles are the equiva¬ 
lent of a summer blockbuster: all flash and 
no substance. Sure, they look impressive—60 
warriors duking it out at the same time is quite 
a feat, especially on the PSP's modest screen. 
But once you get over this fact (and I give you 
five minutes at the most), you'll realize there's 
not much to do while attacking except watch 
the madness run amok. 

The problem is that you have little control 
over the combat. 'V'ou have one main com¬ 
mander, who you can move during the skir¬ 
mishes, but aside from that, you're crippled in 


deciding any sort of strategy other than clos¬ 
ing your eyes and hoping your warriors took 
their vitamins. For an RPG that emphasizes 
generations of chaos, it's a shame the actual 
battles aren't more enjoyable. 

When you're not fighting, the object is to 
acquire loads of land on a main map (which 
Is formatted similarly to a game board). Each 
chapter ends when you are able to defeat the 
main commander on the map. Sounds easy 
enough, but like Monopoly, it can takes days 
(or in the game's case, months) before you get 
anything accomplished. 

Honestly, there are better ways to waste 
your time, but if you're really itching for a por¬ 
table ponderer, grab yourself a lawn chair and 
take a rain check from life. | Michael Donahue 
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Adda new dimension COLLINS COLLEGE 

TO YOUR LIFE. ^ Your passion. Our profession. 



Collins College offers a Bachelor of Arts degree in Game Design and 
a Bachelor of Arts degree in Visual Arts with a major in Game Art. 


Main Campus - Tempe, Arizona 


Phoenix, Arizona 


CALL NOW 1 - 800 - 831-8600 

OR VISIT www.CollinsCollege.edu 
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CHICKEN LITTLE 

THE SKV IS POLLING . 













[i HARRY POTTER AND THE 
GOBLET OF FIRE 

I [ Daniel Radcliffe, Emma Watson j 


has been caught openly ’ 
gonna die at the end, an( 


CAPOTE 


DUD ^ 
□ELEfiSE 


JARHEAD 

Jake Gyllenhaal, Jamie Foxx 


GET RICH OR PIE TRYIN' 

50 Cent, Terrence Howard 


DERAILED 

Jennifer Aniston, Ciive Owen 


March 7 


Harry Potter and 1 
Goblet of Fire 
Jarhead 


War is hell, as the saying so famously goes, 
but loitering around on the edge of a war is 
no great picnic, either. Jarhead is a war film 


Rapper 50 Cent is trying to take a page from 
Eminem's winning 8 AJ/Ve formula by having 
his film shot by a real director (Jim Sheridan) 


Jennifer Aniston tried to put a little tarnish 
on her good-girl image with this little thriller. 


GOOD NIGHT, AND GOOD LUCK A HISTORY OF VIOLENCE 

David Strathairn, George Ciooney ^ Viggo Mortensen, Maria Belie _ 


March 7 




Jeff Daniels, 


Boyz N the Hood 
Harry Potter and the 
Goblet of Fire 
Jarhead 

March 14 _ 


This Is one of those films in which no one is 
particularly nice or admirable (the two adults, 
both writers, are divorcing badly, and their 
kids are screwed up in weird ways of their 
own), so it has to get by through being well 
acted and sharply observed. It manages this 
very well—it's a good film—but speaking as a 
writer myself, I think everyone in this movie 


David Cronenberg shows why he's one of the 
most interesting directors working these days 
with this little tale of love and violence, in 
which a small-town diner owner stops a rob¬ 
bery and in the process appears to reveal that 
he's not who everyone thinks he is. Cronen¬ 
berg understands the romance of violence 
better than nearly any other filmmaker, and 


Undoubtedly the best film ever directed by 
a man who once played Batman. OK, that's 
snarky, but the snark takes nothing from this 
film, which is a smart slice of broadcast his¬ 
tory, in which a respected journalist (Edward 
R. Murrow, played by Strathairn) locks horns 
with a demagogue in the U.S. government— 
and his company gets his back (mostly). A 


American Psycho 
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GAME 

VIDEOS 

watch now, play later 


iMl 
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Exclusive videogame shows 

From weekly news updates to in-depth roundtables, interviews and features on the hottest 
titles, GameVideoacom will be the home of the very best videogame programming. 

TraHers of upcoming games 

You’ll find gameplay videos and trailers for all the latest and upcoming games at 
GameVideos.com to stream or download in hi-res. 

Video cheats and walkthroughs 

Never be stuck again. Video cheats and walkthroughs show you exactly how to play the 
games to win. 

^nd Other stuff! 

Including retro game ads, the funniest game-related videos on the Web, user-submitted 
movies, ‘extreme’ gameplay movies and more. 


^ GAMEVIOEOS.COM 
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TALKING BLACK 

THE DEMO, THE RUSSIANS, AND SHATNER'S FLAP ^ 

r 

105 PSl-DEI2Lfil\lD 

If gaming is about obsession, then tactical RPGs are the 
purest, most distilled expression of the art form. 

IDB LDCOTIDMFEEE TU 

For the low, low price of $350, you too can watch TV on 
your PSP. Call now! Operators are standing by. 

IDB LIGHT-BUN GOMES 

Our point-and-shoot guide to seven PS2 games that make 
excellent use of the lightgun. 

TACTICAL EPGS 

FF TACTICS AINT THE ONLY GAME IN TOWN ^ 
































n Craig Sullivar ■■'it'i insights 
demo (and game) design decision 


Smash the glass in front of you, shoot 
with a shotgun because we wanted to 
are no keys in the game—you just blov 
get through a door. 


I some playing tips by design 
3mmentary into som“ the d 
:roducer-Jeremy Chubb, 


CERIB SULLIUON The biggest tip I can give is, doi 
the trigger. Shoot—everything. Black is different fr 
give you lots of bullets and lots of enemies to shot 
make sure that anything in the world you'd want tt 
Explore the world with bullets and see what you c. 


.though. 


BEEEWIV CHUBB S/ac/twas inspired by Hollywoot 
The Rock, The Matrix, and True Lies. What makes tf 
much fun is the shooting and destruction. When Ar 
and sprays it down with bullets, the bad guys don't 
shatter, sparks fly, smoke fills the air, and the ceilinc 
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Although FFT\s often praised for giving birth to the tactical RPG 
genre, that PS1 masterpiece would never have existed without this 
classic pair of Super NES ports. They have not only a good amount 
of gameplay in common with FFT, but staff as well—most notably 
their director, Yasumi Matsuno (Vagrant Story, FFXII), who created 
the Ogre series for Quest before moving on to the more lucrative pas¬ 
tures offered by Square. 

Ogre Battle is a more sweeping take on the concept, giving play¬ 
ers indirect control of entire armies of fantastic creatures. The player 
is more of a battle coordinator, selecting combat units and issuing 
orders—not to mention managing all the army's mundane details. Sim¬ 
ply winning battles isn't the point, though; the real goal is to win well, 
fighting nobly by using "good" units and never beating up on weaker 
armies. Players are judged on their morality and sense of justice, and 
the best ending is difficult to come by indeed. 

Tactics Og 
brother. Whil 
rotating battk 
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can flesh out a party and help 
for the human combatants, bu 
ibiy effective, especially when 
combinations. 
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TACTICAL RETREAT 


When he s not trying to recia 
obsolete games, Jeremy wor 
editor and charming mascot. 
toa ?t yfrog.1UP.ca .m. 

There's just something about videogames tl 
fires of obsession in people. The madness h 
medium from the start: the drive to master I 
burn every bush in Hyrule, or to just finally i 



tactical RPG, though plenty of other games tested the water first. 
FFT owed a serious debt to Sega {Shining Force) and Nintendo 
{Famicom Wars and Fire Emblem), not to mention Quest, whose 
Ogre Battle and Tactics Ogre were kissing cousins to Ramza Beoulve 
and his god-slaying crew. 

Regardless of the game's lineage, a whole generation of gam¬ 
ers—myself included—discovered the joys of number crunching 

' NOTHING TPKES CGNTI2GL 
LIKE THE IAJGI2D "TfiCTICE.'^ 


with FFT. Suddenly, finishing an RPG was no longer a matter of lin¬ 
ing up and trading hitsi You had to worry about location, movement, 
and altitude. You had to pay attention to the order in which your 
characters moved and how long it took to perform a complex action. 
You had to worry about your characters' faith in magic, their jobs, 
their skills, even their birth sign. 

Suddenly, commanding your warriors was less like an adventure 
and more like picking up someone at a bar. 

All these added layers of complexity meant more for gamers to 
obsess over. As if FFT's intricate (and confusingly translated) story 
weren't enough to fixate on, its varied character-building options 
inspired countless fans to explore the game's depths in almost 
pornographic detail. When FFT arrived, I spent two weeks doing 
little besides playing the game and going to classes. (Although I 
was less aggressive about seeing to my classes than I was about 
liberating Ivalice.) That was a lot of time to spend sitting in front of 
a TV screen crunching numbers, but it was nothing compared to 
the extremes others went to. 

Within weeks of the game's release, players had found novel 
ways to exploit the math that provides Tact/cs'foundation. Want 
to bend the magic system to your will? Or find a way to tweak the 
random elements of the immense Deep Dungeon bonus mode in 
your favor? Or poach every secret item? The FAQs to do it are out 
there—and then some. When breaking the game got boring, some 
gamers turned to creating insane challenges for themselves, like 
beating the game with only the main character or without learning 
any alternate jobs. 

If gaming is about obsession, then tactical RPGs are the purest. 
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SDNV'S LDCftTONFEEE ODD-DN LETS VDU LAJPiTCH TU DN THE PSP! 


For tech-heads who get hot and bothered thinking about the media 
capabilities of Sony's portable platform, the 2.50 PSP firmware upgrade 
contains a little-publicized piece of software that supports the compa¬ 
ny's latest high-tech doodad: the LocationFree Player Pak. 

For the low, low retail price of $349.99 (which is only a mere $100 
more than the PSP itselfl), the LocationFree Player Pak turns your 
PSP—and if you're so inclined, your home PC—into a wireless TV 
tuner. Just jack the LocationFree Base Station into your Internet router, 
connect it to a television, cable box, or other external video device, and 
tinker with the PSP's built-in LocationFree Player software (see below 
for details on how to get things all set up). You'll be enjoying the new 
episode of Lost from a tabie at your friendly neighborhood Starbucks 
before you know it. 


As cool a concept as it is, untethered TV doesn't come without its 
downsides. Assuming you can deal with the fact that you're watching 
it on a relatively tiny monitor, the picture quality isn't bad—but don't 
expect UIVID-caliber output either. Also bear in mind that the broadcast 
lags by a good three seconds or so...and don't be too shocked by the 
occasional stutter. 

Even with its relative few shortcomings, the LocationFree Player Pak 
does an admirable job of wirelessly streaming audio and video to the 
PSP. Should you spring for it? The answer basically comes down to 
whether you can afford it—$350 is no small chunk of change. With that 
kind of cash, you could buy a new TV. Or a plane ticket to Hawaii. Or, 
one of these days, a PS3. Rich couch potatoes, rejoice—everyone else, 
stick to UMDs for your on-the-go video fix. I Ryan Scott 
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this list, Point Blank presents itself with heaps ( 
colorful Japanese whimsy. 


PDIIMT BLONK 1, 2, AND 3 
The Point Blank series delivers just about the most 
fun you can have with a lightgun. Presented as a set 
of carnival-midway-style minigames. Point Blank is all 
about speed, accuracy, and competition. The games, 
which are all very simple, have you hitting blue targets 
while avoiding red targets, shooting the apple off of 
someone's head with a single bullet, destroying a car, 
and so on. But if you add a second gun. Point Blank 
turns into a killer party game with tournament modes 
that call for passing the guns around the room. And 
unlike the dark, gritty style of most of the games on 


ELEMENTAL HEAEBDLT 
Another light-gun title that strays from the beaten 
path. Elemental Bearbolt sets its chops from sci-fi and 
fantasy imagery. Of course, most people today would 
have a hard time getting beyond the game's dated, 
early-3D graphics. Fortunately, the game beneath 
the pixelated mess is still worth playing, pumping out 
streams of weirdo creatures like some kind of light- 
gun-enabled Ealaga. 


Though you'll need an 
original GunCon to play 
them (as opposed to 
the orange GunCon 2), 
plenty of great light-gun 
games grace the original 
PlayStation's library. Hen 
are a few of the best 


lything but r 
itely, Endgar 


r ninjas. 
UnfortL 
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DO NOT TRY THIS AT HOME. 

I'ecreate the stunts contained in the new MX vs. ATV: On The Edge we offer this message: DON’T. While that seems fairly 
pvSnPo “"template emulating its dangerous intensity, vis-a-vis the realistic head-to-head racing 

Rainbow Studios put forth the following caveats to all parties: Do not attempt to make a golf cart do 70 mph, nor launch a 
riiLiP rp! i ", "'"'''"9 pte""-. Moreover, do not undertake the recreation of any and all stunts from MX vs. ATV: On The Edge in order to replicate its 
realistic rag-doll physics. The insane stunts and fierce racing is intended for the sole intent and purpose of an intense gaming experience not for the 
fhk S ^ Pte"t, THO and Rainbow Studios offer this photo as reference of the^rojeLdouteome Sf ignoring 

ramnn hP^Lc was this guy thinking? Said driver wasn’t anywhere close to successfully completing the jump, nor is the other side of the 

canyon he was attempting to reach even in the aforementioned photo. In summation, MX vs. ATV: On The Edge is not real, don’t attempt to make it real. 


Choose any vehicle and 
unleash it in 4 player 
Wireless Ad-Hoc. 




Hugged new outdoor environments. 




























